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Avalon Hill Philosophy Part 59 

THE NEW CROP 


The start of a new year is always an 
appropriate time to turn our editorial attention to 
the discussion of new games. Last fall was the 
first time in recent memory that AH did not 
reveal a new game for the Xmas season. This 
shouldn't be taken as an indication of a 
slowdown however,, as we've been working 
quite hard on our '77 releases and have a 
number of titles to offer in the coming year. 

Not the smallest happening is our acquisition 
of yet another game company. Last December 
we took over the complete line of SPORTS 
ILLUSTRATED games which include PAYDIRT 
(pro football), BOWLBQUND (college football), 
SUPERSTAR BASEBALL GO FOR THE GREEN 
(golf), and TRACK MEET (Olympic Decathlon 
competition). All five games sell for $ 10 and are 
available both by mail and through our regular 
retail distribution. These are not just repetitions 
of our already existing sports games. Whereas 
the FOOTBALL BASEBALL and BASKETBALL 
STRA TEGY senes emphasizes pure competition 
in the form of the matrix play selections, the 
SPORTS ILLUSTRATED line utilizes the ' replay " 
concept of sports games by providing realistic 
statistical ratings of actual teams and individual 
athletes so that the player can recreate the 
exploits of his favorite team/athiete. All the 
participants perform in direct proportion to their 
accomplishments in real fife. In this way. 
baseball fans can check how Sandy Koufax 
would have done facing Babe Ruth, Ted Willi¬ 
ams, etc. These games are particularly well 
suited to solitaire play and have a definite place 
in the sports game market. They will make a fine 
addition to our line of simulation games. The 
effect of the SPORTS ILLUSTRATED acquisition 
does not end there however We wilt be 
repackaging all our sports games to take 
advantage of the greater clout of SI. Among the 
first to receive this treatment will be our 
remakes of the previous 3M games SPEED 
CIRCUIT and WIN. PLACE, & SHOW. These two 
were the class of the 3M sports fine and will 
effectively round out our greatly expanded 
sports line which you'll see advertised frequent¬ 
ly in the pages of ... . what else, SPORTS 
ILLUSTRATED 

Of more immediate concern to most of you as 
wargamers is, naturally enough, news of the 
upcoming wargame releases. The following is 
meant as only the briefest sketch of what we'll 
offer in 1977 so as to whet your appetite for the 
coming year More detailed information will 
follow as we near publication. 

Making their debut in the spring will be the 
long waited ARAB-ISRAELf WARS and the 2nd 
edition of RUSSIAN CAMPAIGN . The former 
utilizes an improved version of the PANZER- 
LEADER game system to portray our first effort 
at a modern day conflict It will sell for S10 in 
bookcase format with 4 geomorphic boards. 

RUSSIAN CAMPAIGN will leave the Mail 
Order Only ranks for retail distribution in a 
highly polished 2nd edition The rules have been 
rewritten to correct all prior ambiguities and 
omissions as well as add a few subtle refine 
ments The scenarios have been entirely revised 
to reflect more realistic OB s and offer greater 
variety in game length. The previous problem of 


too many drawn games has been done away 
with by the incorporation of Sudden Death 
victory conditions which also tend to shorten the 
average Campaign Game and add even more 
suspense to an already exciting game system. 
Extra counters for Richard Hamblen s ' What 
If " Variant which appeared in Vol 13, No 4 
have been added to the new counter sheet 
which also utilizes increased shading to further 
differentiate units with double impulse move¬ 
ment capability. Owners of the Mail Order Only 
edition of RUSSIAN CAMPAIGN are urged to 
look elsewhere in this magazine for details on 
how they can update their game at minimum 
expense. 

SQUAD LEADER is progressing very nicely 
and will be ready to make its debut at ORIGINS 
77, The game is evolving from an infantry type 
PANZERBLITZ into a comprehensive treatment 
of WWJI squad level actions including armor, off 
board artillery, and a myriad of options. We ll be 
using the P.l. (Programmed Instruction) method 
to take the reader gradually through one of our 
most comprehensive rulebooks so that he can 
play the game and learn it step by step with a 
minimum investment of time. The game is so 
comprehensive and all encompassing that we 
are considering offering an extension kit of 
counters and scenarios for the Pacific War. Yet, 
the beauty of the game lies in the relative 
simplicity of John Hill's new game system. 

Also destined for release at ORIGINS is the 
remake of GETTYSBURG which embraces more 
new techniques then I care to go Into here 
Suffice it to say that it will be unlike any 
wargame we've ever done before. DESCENT ON 
CRETE is also scheduled for summer release. 
This game was designed by Vance von Berries 
and developed by Randall Reed. This operational 
battalion and company level game is reminis¬ 
cent of a small scale ANZIO and should shed 
more than a little light on this fascinating but 
often neglected portion of WWII. 

THE RISING SUN is oul of dry dock and into 
development but is a long way from completion. 
The scope of this game makes THIRD REICH look 
like checkers in comparison. It will include all 
the capital ships of the Pacific Theatre plus 
destroyer, submarine, and auxiliary divisions 
with detailed combat, repair, and ship building 
rules to give a tactical feel to a very big strategic 
game. At this point the game will utilize 
approximately 1,000 two-sided counters repre* 
senting land, air, and naval units plus a roster 
pad to maintain order. The game will incorporate 
interlocking scenarios for play balance and 
playing time purposes A complete Campaign 
Game will be included but due to the inevitability 
of the outcome, players will find the initial and 
mtd-War scenarios to be the meat of the game. 

Another wargame slated for release in 1977 
is our reincarnation of U-BOAT. This game will 
have nothing to do with its simple predecessor of 
the early 60 s, and will incorporate sub actions 
in all theatres of WWII—despite the misleading 
insinuations of the title The game will include a 
multitude of ship vs. sub, and sub vs convoy 
scenarios as well as an interlocking Campaign 
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The origins of World War II in Europe have 
been explored more thoroughly than perhaps any 
other war in history. If for no other reason, the 
sudden total collapse of Fascist Italy and Nazi 
Germany made available to historians documents 
ordinarily not available for study until a hundred 
years a Iter the fact. i f at all. This ext rao rd i na ry bod y 
of material has still not been adequately explored. 
Nonetheless, the main European causes, both 
Immediate and long range political, cultural, 
economic and technological—are generally known 
and have been admirably summarized, by the way, 
in the Designer's Notes of AH's ORIGINS game, 
But the contribution of the Pacific to the 
outbreak of war in Europe is less well known. Some 
people would say the Pacific made no contribution 
whatsoever to the outbreak of hostilities in Europe. 
Granted, the Japanese were aggressive and bent 
upon empire, hut they could have been contained 
had not the war in Europe tempted them into a bold 
and opportunistic land grab. So goes the argument. 
But a glance at the Objectives Table of Zedek's 
PACIFIC ORIGINS reveals a very i n I eresting fact: 
Germany has no interests in the Pacific at all. 

Phis situation came about because of Germany's 
defeat in the Great War of 1914-18, So intense was 
hatred of Germany after four bloody years of trench 
warfare (and some outrageous wartime propagan¬ 
da), that the subsequent Versailles Treaty (1919) 
reduced her to little more than a bankrupt puppet 
state. Almost incidental, in the course of this 
wholesale political/economic destruction of Ger¬ 
many. was seizure of all her overseas colonies and 
interests, 9 his proved to be a grave strategic error 
that was to come back and haunt the Allies with 
consequences that persist to the present day. 

Strategist Harvey DeWcerd, In a series of 
university lectures, said the stripping of Germany's 
overseas possessions was an error on three counts. 
First, the manner In which it was done: the Allies, he 


said, might at least have been honest about it. They 
might have said, "l ook, you’ve lost the war* so we 
arc going to take your colonies/' The Germans are 
pragmatic if nothing else, and that kind of talk they 
might have understood. But the British and French 
were not so blunt. They said, in effect, “You, the 
Germans, have shown yourselves to be a morally 
inferior people, unworthy of the great task of 
bringing along colonial peoples in the Christian 
tradition. Therefore, we are going to undertake this 
burden for you.” That, of course, is a paraphrase, 
but it reflects the general contempt that existed at 
the time in regarding the Huns as, indeed, morally 
inferior savages, Germany was given a national 
inferiority complex, Which made Hitler all the more 
welcome when he arrived with a new message: “We 
Germans are not a morally inferior people. Quite 
the contrary. We are a race of pure Aryan supermen 
whose destiny it is . . . ." 

Seizing Germany’s overseas possessions was an 
error on the second count because it gave the Allies 
no "handle" by which they might have controlled 
Hitler. Suppose the colonies had remained in 
German possession. And Hitler marched into the 
Rhineland, What does Britain do? She seizes a rich 
German colony in retaliation, as a “police action." 
Germany immediately feels the sting. But in fact 
Germany had nothing to seize. All had been taken in 
[919. If Hiller chose to march into Czechoslovakia, 
Austria. Poland ... it was a matter of go to war or 
do nothing. 

Finally, seizing German colonies left Germany 
the only major Western power without colonial 
intere , Germany was therefore indifferent to 
Japanese expansion and aggression, France, Eng¬ 
land, Netherlands, etc,, had a great deal to lose and 
therefore a great deal to protect in the Pacific. If 
they went to war with Germany over Rhineland. 


Czechoslovakia, or Austria, it would really gain 
them nothing while an opportunistic Japan took 
advantage of such European entanglement to seize 
their priceless resources in the Pacific. Thus, it can 
be seen, the Allies found themselves in the 1930s in a 
trap of their own making; and this situation 
accounts for HItJer getting away with as much as he 
did before war finally came in 1939. Indeed. Hitler 
did not expect Britain and France to declare war on 
him even then. Why should they sacrifice their 
colonial empires to honor a treaty (the Polish 
guarantee) they could not possibly enforce any way? 
He w r as almost right. England almost let it pass; but 
after three days England declared war and per¬ 
suaded a reluctant France to do the same. 


JAPAN OVER ASIA 

But the Versailles seizure of German colonial 
interests in 1919 would not have created nearly the 
problem it did, except for the fact that in the 1930s 
all Western possessions came under increasing 
pressure from an expanding Japanese empire. This 
is the other side of the coin. 

It must be remembered that Asia had never 
welcomed Western colonization in the first place. In 
fact, they resisted it: European trade was often 
forbidden by law in Asia, and resisted by force of 
arms. But, although a very high level of civilization 
had always existed in this part of the world, they 
lacked almost entirely the pragmatism of Western 
science and the technological weapons it produced. 
Resistance was useless, Asia was conquered, and it 
was developed, but it was in many respects an 
occupied country Railroads, telegraph lines, and 
instruments of economic exploitation were owned 
and operated by Western powers under treaties 
dictated by those powers. This is not a very pretty 
chapter in the history of the West, and because it is 
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still a controversial subject, perhaps the best thing is 
to refer readers to a couple of recent popular 
accounts that take opposing views. It makes for 
interesting reading, and you can decide for yourself. 

Barbara Tuchman's recent (1971) bestseller, 
Stilweli and the American Experience in China. 
1911-45; Part One, Chapter 2 offers a brief but 
somewhat outraged critical account. The more 
recent Total War ; VoL 2 by Peter Calvocoressi & 
Guy Wint (1973) is much more sympathetic or, 
perhaps, fatalistic about what happened. They say, 
in Part One, Chapter 1, that although the Western 
record in Asia is “chequered," nonetheless “The 
record of the (Western) powers is not so black as it is 
painted, whether by Chinese communists or western 
liberal historians, who are overwhelmed, quite often 
unreasonably, by guilt. In some ways China's 
suffering was inevitable . . , a withdrawn state being 
thrust upon the world." And thus, “The version put 
about by the communists is exaggerated, perverted, 
and untrue .” Both books are excellent popular 
accounts and highly recommended. 

Japan was the first major Asian nation to 
actively seek and master a knowledge of Western 
technology. A main reason for this decision on 
Japan's part seems to be that she had little other 
choice. Like England, Japan was an island nation, 
and thus highly dependent upon fishing and trade 
for economic survival. However, Japan entered the 
2(Jth century with problems more desperate, and 
solutions more elusive, than any Britain has ever 
faced. It was not necessary that Japan should go to 
war in an effort to solve these problems— 
throughout history many nations have and some 
have not—but a unique combination of cultural and 
political events made the road to empire an 
increasingly attractive solution. 

Japan Over Asia by William Henry Chamberlin 
is an attempt at an objective Western assessment of 
Japan's problems, published in 1936 and revised — 
with developing events—in 1937 and 1939. It is 
always a good idea to study a contemporary account 
of an historical event because hindsight makes the 
problems of the past appear so silly, and a rational 
solution so obvious; a contemporary account may 
be less accurate, bul at least it reflects what people 
believed and how they felt at that time. And people 
act upon their beliefs, not what is subsequently 
found to be the truth. In any case, Chamberlin did a 
remarkable job, in my opinion, in examining 
Japan's problems and explaining why the solutions 
of Western advisers did not work. Most of what 
follows is drawn from this book. 

Chamberlin points out that although Japan was 
an island nation like England, any resemblance 
ended there, Japan was an island of volcanic rock; 
with best efforts, only 15.6 percent of her land area 
could be made suitable for farming, compared with 
24.2 in Britain (and 27,8 in Netherlands, 40,2 in 
Belgium, 43.7 in Germany. This is 1936). This 
situation was aggravated by a sudden population 
explosion. Chamberlain quotes from a translated 
Japanese textbook: “The territory of Japan repres¬ 
ents one half percent of the world's total, while her 
population makes up five percent or the world’s 
total . . . (her) population density is approximately 
ten times greater than the average population 
density of the w'orld." 

Three possible “peaceful" solutions to Japan's 
woes were suggested by Western advisers. These 
were (a) birth control, (b) emigration, and (c) 
industrialization. Japan's reply was that (a) it was 
too late now for birth control, and in any case the 
Japanese family tradition was strongly against it, 
and (b) the Western countries themselves had all 
sorts of quotas strongly biased against oriental 
emigrants. The only country which was really open 
to Japanese emigration was Brazil, but this resulted 
in such a migration that even Brazil was forced to 


impose quotas. That emigration should be smugly 
offered by Western advisers as a solution thus 
angered the Japanese more than birth control. 

Finally, there was industrialization. This, 
i ndeed, was the d irect ion of Ja pan's major effort at a 
solution. But industry requires raw materials and 
natural resources, and here Japan ran into a truly 
remarkable streak of bad luck. There was gold and 
mineral wealth in abundance in the Philippines, 
rubber in Indochina, oil in Borneo—but the 
volcanic rock of the Japanese islands yielded very 
little. Perhaps the ultimate insult m this regard came 
on the island of Sakhalan, which was divided by 
treaty between Japan and Russia. Japan searched 
diligently all along the southern portion of the 
island but found nothing of value: the Russians, 
after brief exploration, found on the northern half 
one of the largest oil fields then known! 

What was Japan to do without resources? 
Again, there were two economic theories then 
prevalent, offering two different solutions. The first 
theory' originated in Italian Fascist intellectual 
circles—a strange place for such a theory—because 
it was analogous to the communist “class struggle," 
Just as there can be a class struggle between rich and 
poor, bourgeoisie and proletariat, within a country, 
this argument went, so could there be an interna¬ 
tional struggle between “have" and “have-not" 
nations for global raw materials and natural 
resources. Chamberlin comments, ironically, that 
even in Germany w . . National Socialist leaders 
have displayed an increasing tendency to attribute 
their country's economic difficulties largely to the 
lack of colonial sources of essential raw materials." 
Thus, Germany, Italy, and Japan were the major 
“have-not" nations of the world. And, in their 
struggle against the “have" nations, Germany 
sought a solution in a Russian empire, Italy in a 
Mediterranean empire, and Japan in an Asian 
empire. 

Western economists of the “have" nations 
disagreed with this theory. They claimed that the 
mere ownership of colonial resources "meant 
nothing" because, “the expense of conquering and 
ad ministermg colonies is out of all proportion to the 
trade, investment, and migration benefits which 
accrue from colonial imperialism." And, “Since the 
producers of essential raw materials are only too 
eager to find buyers,, , , there is nothing to prevent 
a nation which is poor in raw materials from buying 
w hat it needs in the cheapest market and building up 
its industries on imported raw materials." 


(It is interesting to notice that this theory has 
suddenly become relevant once again, with the Arab 
oil embargo of 1973, and the shoe on the other foot! 
United States and Europe were suddenly “have nets" 
and found ii distinctly unpleasant. Western econo¬ 
mists promptly dusted this theory off and reminded 
us that if the Arabs refuse to sell us their oil, or put 
too high a price on it, they will be stuck with a 
product for which they have no other possible use. 
The Arabs also understand the argument, from the 
standpoint that it is not in their interests to wreck 
the Western economy and thus destroy their best 
market. 

Nonetheless, although everybody seems to agree 
with the theory, few countries like being in the 
position of Japan of the 1930s. Even though this 
lime Japan is again w ith us, in the same boat! Thu^, 
while economists and negotiators in the U.S. and 
elsewhere constantly quote this argument, present 
US, political policy is to make the nation “energy 
independent" as soon as possible,) 

And Chamberlin immediately goes on to show 
why this economic argument, while sound in theory, 
was of little comfort to the Japanese, Quite simply, 
it put Japan at the mercy of the “have" nations. Says 
Chamberlin: “Japan needs rubber. The natives of 


Malaya need cheap textiles. Bui the process of 
normal exchange is upset when the British Govern¬ 
ment, quite naturally concerned by the plight of the 
Lancashire textile industry, imposes a quota which 
sharply reduces Japanese sales of textiles in 
Malaya Thus, “With trade restrictions established 
and multiplying all over the w'orld, it is not easy to 
convince the Japanese that physical possession of 
essentia! raw materials is a matter of indifference'' 
and “There is a strong temptation to cast the 
samurai sword into the mercantile scales that seem 
unfairly weighted against Japan." 

This temptation, and popular feeling in Japan at 
the time, is captured better than any dry historical 
account possibly could, by a remarkable series of 
quotations of translated speeches and articles from 
the island empire, 

Chamberlin quotes from an article by Japanese 
publicist Rin Kaito: 

For over a century and a half the Asiatics have been 
pressed down hy the Whites and subjected to Western 
tyranny. But Japan, after defeating Russia, has 
aroused the sleeping Asiatics to shake off the Western 
tyranny and torture. 

From a pamphlet issued by the Japanese Naval 
Ministry in 1935: 

In view of Japan's geographical position the powers 
should leave the maintenance of peace in the Orient in 
the hands of Japan, which is now powerful enough to 
perform this duty. If other powers fail to recognize the 
mission of Japan they may well be said to disobey the 
will of Heaven. 

Translated excerpt from Japanese and Oriental 
Political Philosophy, by Professor Chikao Fuji¬ 
sawa: 

The Emperor as Sago-King would think it his sacred 
duty to love and protect not only the people of this land, 
but also those alien peoples who are suffering from 
misgovernment and privations. It must he recalled that 
the Stage-King is answerable in person for the 
pacification of the entire Under-Heaven, which is the 
ancient name for the whole world: consequently his 
moral and political influence ought to make itself 
strongly fell through the length and breadth of the 
earth. Should any unlawful elements da re lo obstruct in 
one way or another the noble activities of the Sage- 
King, he would be permitted to appeal to force . , the 
heavenly mission of Japan to tranqutlize the whole 
world, 

Chambe rl in writes that d tiring his visits to Japa n 
he spoke with many Japanese university professors 
with similar views. One of them concluded such talk 
with “a very amiable smite" and added, “Some 
people say l am an imperialist. But l think I am only 
a sane liberal." 

Having quoted the above statements, I hasten to 
remind readers that these are quotations taken out 
of context of a tumultuous period of history; and, if 
you will compare carefully, you will find them no 
more absurd, indeed probably less absurd, than 
Nazi Aryan propaganda of the same period. 
Moreover, tike Nazi propaganda, it mostly originat¬ 
ed from high political or academic positions where it 
was “party line". There is little evidence that the 
Japanese or German peoples believe their respective 
propaganda so much as they went along with it due 
to a sense of national duty. Thus, in the recent book 
Tojo. (Ballamine, 1975) Alvin D. Cox states that if it 
had been put to a vote, as late as 1940, he estimates 
80% of the population of Japan would have voted 
against going to war. Most of Japan's political 
leaders felt the same way. but control of the 
government was seized by the military, and they 
exploited the popular conception of Emperor 
Hirohito as Sage-King to present their military 
expansion as a religious crusade. 
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ZEDEK’S PACIFIC ORIGINS 

Dan Zedek's remarkable PACIFIC ORIGINS 
game variant, included in this issue, may not be a 
“perfect” game, However, every gamer who has 
playtested it so far (and this includes about twenty 
hardcore gamers in California and Maryland) have 
found it superior to standard ORIGINS and more 
than a few remarked “this is the only thing that 
could really get me back into playing ORIGINS." 

The game subject is one that defies perfection as 
a simulation. Many players, for example, were 
unhappy that they could not appropriate their PFs 
to Europe or the Pacific as they pleased. Obviously, 
ihis would have resulted in a very wild game almost 
impossible to balance. Moreover, it would be 
unrealistic to suppose that, say. Britain would pull 
out of the Pacific entirely to stop H itler, or let Hitler 
have Europe to gain ascendance in the Pacific. 
Thus. European and Pacific PF allocations for a 
country like Britain represent an overall policy 
commitment to these respective theatres. Moreover, 
many of the PFs in one theatre could not have been 
transferred to the other even if England had desired 
to do so. For example, abandoning Hong Kong 
would not have increased England's influence in 
Europe -indeed, would likely have decreased it. 
And vice versa. The same holds with the other “two- 
theatre 1 ' countries. 

A certain amount of PF transference could have 
taken place—especially in terms of fleets, etc., -and 
this is abstracted in the present game in the 
interboard relationship rules. Readers who are 
interested may experiment with a Max/ Min PF 
allocation system if they wish: wherein total PFs for 
both theatres are given a player each turn, and he 
has a certain amount of discretion as to which 
theatre to place his PFs within set Max/ Min limits. 
General feeling, however, is that such rules 
discriminate against the one-theatre nations of 
Germany, Japan, and China, 

Perhaps the toughesi nut to crack w^as the 
problem of the Sino-Japanese War. This was a very 
unique event, in that it represented “hot” war being 
actively carried out through much of the global 
diplomacy era of the 1930s. Many gamers felt that it 
should be omhted entirely. Zedek felt it should be 
included as a Japanese option, but if Japan opted 
for a “hot” war with China it would obviously have 
to be a very different game design element from the 
standard Diplomatic Attacks that continue among 
non-belligerent powers. And so you have the Sino- 
Japanese War Table. The Japanese player must 
judge carefully whether, as events unfold, his best 
chance for a win on Objective Points lays in a major 
Diplomatic Assault on Western Colonies, ora “hot” 
war with China. 

Meanwhile. Western powers can never make 
their colonies “safe" from Japanese diplomatic 
aggression, since only Japan seeks a colonial 
Control. The Western parent nation seeks NC (no 
control) for his colony and the Allies seek a mild 
[low point) Understanding with each others 
colonics. This was done to reflect their mutual sc IF 
interest in keeping their colonial possessions from 
Japan. 

PACIFIC ORIGINS captures very well, 1 think, 
the overall strategic essence of the global diplomacy 
that preceded the global war of 1939-45. Obviously, 
this is not a simulation-in-detail, Zedek bad a lot of 
problems to solve; he has come up with some 
interesting solutions and a fast, intelligent, and fun 
game that is well worth your time and a place in your 
collection. 

© 


PACIFIC ORIGINS 

by Dan Zedek 


I. HOW TO PLAY 

Pacific Origins is a companion game to 
ORIGINS OF WORLD WAR II and is primarily 
designed to be played simultaneously with that 
game. The new mapsheet is of East Asia in the 
1930s; it should be placed on a separate table, if 
possible, but arranged so players have easy access to 
both gameboards. China and Japan are also 
introduced as active participants, so this variant 
may include up to seven players. (However, five 
people may still play. Germany /Japan and France 
/China can be single players as there is no con filet of 
interests between these respective countries. See 
below). Hereafter, we shall refer to these simultane¬ 
ous games as PO (Pacific Origins) and EO 
(European Origins). 

All rules for standard ORIGINS are used except 
as modified or expanded here. However, the rules 
changes are minimal, as you will see. Thus, 
pi ay testers have found this game easy to learn, very 
fast moving and, perhaps most important of all—it's 
now interesting even to France and the U.S.A. 

II. STANDARD RULES: 

MODIFICATIONS & EXPANSIONS 

(1) Separate National Objectives (Chart Hand 
PF Allocations (Chart II) arc provided for the 
Pacific theatre. These are used in the same way as 
standard EO charts. 

(2) PF allocations received in the Pacific must 
be placed on the PO mapsheet. PF allocations 
received in Europe must be placed on the EO 
game board. PFs of any country may NEVER be 
transferred from one gameboard to the other. 

(3) As in standard rules, PFs received in the 
Pacific must be placed on the mapsheet immediate¬ 
ly, cither in one's home country or as the player 
desires Notice that special holding areas in the 
Pacific have been provided for Britain. France, and 
the U.S.A. These are “home" areas for these 
countries in the Pacific. 

(4) British, French, Russian, and United States 
PFs in home areas on the PO board are completely 
separate from similar PFs on the EO home areas. 
No exchanges are allowed between a nation's two 
home areas, nor may units in these two home areas 
be combined for an attack, 

(5) For purposes of this simultaneous game, 
standard European Origins is considered to begin in 
1934 and end in 1939 (instead of 1935 to 1940). This 
is no way changes the play of lhai game. It remains 
six turns long, and all Objectives, PF allocations, 
and victory conditions remain the same. 

Pacific Origins begins in 1932 and ends with 
completion of the 1940 turn. It is nine turns in 
length. The German player has no active pan for the 
first two game turns, but may if invited sit in on 
negotiations to pave the way for any future benefits 
as the situation in the Pacific unfolds. 

A complete Player Turn Order is now as follows: 
U.S., France, Britain, Russia, Germany, China. 
Japan. 

III. SPECIAL INTERBOARD 

RELATIONSHIPS 

Although PFs may not he transferred from one 
board to anoiher, certain interboard relationships 
do exist and may be used to advantage by countries 
with PFs on both boards. 

(I) Remember that Bril sa n, Fra nee, R ussia, a nd 
the United Stares have two Objectives Tables—one 
for Europe and one for the Pacific. Objective points 


in Europe count only toward victory on the 
European board. Objective points in the Pacific 
count only toward victory on the Pacific board. 
Thus, each of the above countries will have two 
separate Objective Point totals at game's end. and, 
for example, Britain could win on one board and 
lose on the other. 

(2) The Pacific Objectives Table sometimes 
gives an “E" as an objective for one of the above foui 
countries in the Pacific, This merely denotes that 
although there are no Pacific interests, there arc 
European ones and these may be relevant. For 
example, Russia's Pacific interests with Britain arc 
denoted by + 'E"; thus, although Russia cannot gain 
an Understanding with Britain in the Pacific, the 
“E” refers him to the European board, where an 
Understanding is possible, 

(3) UNDERSTANDINGS on one board are 
binding on the other. If Russia should get an 
Understanding with Britain on the European board, 
this Understanding is binding to Britain on both 
boards. 

Understandings w r ith colonies have no signifi¬ 
cance whatever apart from their Objective Point 
value. For example, a Russian Understanding with 
French Indochina gives Russia 2 Objective Points 
but does not constitute an Understanding with 
France, Only Japan seeks to Control colonies; 
parent nations seek NC (No Control) in resisting 
Japanese desires, and colonial Understandings 
merely reflect the mutual self-interest among 
Westerfi powers that their colonies should be free of 
Japanese Control. 

Players may soil ALWAYS attack foreign PFs 
in their home countries or home "holding" areas, 

(4) COMBAT: As previously stated, players 
may never combine PFs on the two boards for an 
attack. However, there is a special case in which a 
player may use PFs in his home area on one board to 
attack foreign PFs in his home area on the other 
board: 

(a) When an opponent places PFs in your home 
area, you may attack those Pi s only with your own 
PFs in that home area on that board. 

(b) However, if you do not have enough PFs in 
the home area to make a legal attack (and you may 
deliberately bring this situation about during 
placement of PFs if you wish), then—and only 
then—you may elect to attack with PFs in your 
home area on the other board. This assumes you dc 
have enough PFs in your other home area for a 3ega 
attack. Remember. PFs in the two home areas mav 
not be added together: Josses are taken from the area 
from which the attack is made. 

Example: Britain has 9 PFs in England Eurol¬ 
and 3 PFs in Britain’s Pacific "home area", ,1a nan 
has 3 PFs in Britain's Pacific “home area’’ if 
Britiain should w ish to attack, she must attack with 
Pacific PFs at l-l odds, since this is a legaj attack. 
However, if Britain had only 2 PFs in the Pacific 
"home" area (no legal attack), she could elect to 
attack with the 9 PFs in Europe at 3-1 odds. In event 
of an exchange, British losses would have to be 
taken from the attacking (European) area: the two 
British PFs in the Pacific would be unaffected by 
any adverse results since they were not involved. 

Notice that the above still does not entail any 
actual transference of PF units from one board to 
another. 

(c) This rule would also make it legal, for 
example, for British PFs in the Pacific “home” area 
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CHART I 

PACIFIC ORIGINS OBJECTIVES TABLE 


Objective 

IJ ,S, 

FR. 

HR. 

USSR 

CHINA 

JAPAN 

Britain 

E 

E 

_ 

E 

U3 

Ul 

Burma 

UJ 

UJ 

NC? 


in 

0 

f Chian 

NO* 

NC2* 

NC2* 

U3 

— 

ut* 1 

D.E Indies 

IP 


U2 


_ 

C2 

f Malaya 

U2 

U2 

NC3 

__ 

- _ 

02 

France 

HIH 


HBlHi 

E 

1 3 

Ul 

Indochina 

1 :, 

NC5 

Ul 

U2 

m 

CJ 

Japan 

02 

U2 

UI 

■naa 

UJ 


Manchuria 

02 

Ul 

Ul 

U3 

C3 

C3 

Mongolia 

U 1 

U2 


L 4 

Cl 


1 Phillippines 

NC4 

Ul 

Li 2 

U3 


C2 

USSR 






U2 

Hong Kong 

U2 

U 2 

NC4 



C2 

u.s. 

— 


E 

” MU 

U4 

III 


*800 Si no-Japanese War Rules 


CHART II 


PACIFIC ORIGINS-PF ALLOCATION CHART 



ILS. 

FR. 

RR* 

USSR 

CHINA 

JAPAN 


1 1932 

6 

4 

4 

4 

6 

10 


1433 

8 

5 1 

5 

5 

8 

13 


1 1934 

to 

6 

6 

6 

10 

16 (European 

Origins Sian) 

1935 


MSMH 

ttM 

■KHM 

la 

wsmm m 

■■■1 

|936 

(6 

9 

9 

9 

14 

22 


1937 

MM 

■HI 

MM 

■HM 

liMMM 

MHM 


[ma_ 

22 

13 

13 

13 

18 

>: 


19 P 


HiH 

wmmm 

■Ml 

20 



[l 940 

28 

17 

17 

17 

22 

34 



Also: Cf Si no-Japanese WAR Table; for every PF China loses due to Slno* Japanese'war, award Japan Vi 
an Objective Point. Any remaining fractions are not rounded off. I he Japanese player may wish to 
"colletT 1 these Chinese PH to count up after the game. 


CHART III 

PACIFIC ORIGINS—SINO-JAPANESE WAR TABLE 



Shanghai 
and/or Peking 

Hankow 

Canton 

Kunming 

Chungking 

fwAR 1 

12,3,4,5 

1,2 „ 

1 



WAR 11 

1 . 2 . 3 . 4.5 

1,2,3 

1,2 

1 


[[WAR HI 

1,2,3.4,5 

12.3,4, 

1,2,3 

1,2 


WAR |V 

1.2,3,4 t 5. 

1.2..M.5 

1,2, 3,4 

1,2,3 

I 

PF 

I PF each 

2 PFs turn 

.1 PFs/turn 

4 PFs/turn 


Losses: 

per turn 






When any of the above cities fall, the Chinese player loses the indicated number of PH from his PF 
allocation lor cadi succeeding PF allocation phase for the remainder of the game. These Chinese PF 
losses should be set aside or given to the Japanese player for holding (he may not use them}; at the end of 
the game, the Japanese player gets j A on Objective Point tor each such Chinese allocated PF. Fractions 
arc not rounded off— Japan could win by a fraction of an Objective Point. 

Obviously, there will be no PF allocation Phase-after the 1940 turn. Since this is the only turn on which 
Chungking may be captured, it has no PF Loss value; nor is there a PF loss for any cities captured in 
1940. 

Thus, Japan's only motive lor attacking in China {J 940) would be (a) to gain 1 he fburcjt ies necessary for 
Control of China, or (b) try to knock China completely out of the game, which is a long shot but worth it 
if China should be ahead on points. 


to attack German PFs in England. (/ Britain did not 
h a ve em> ug h P Fs i n Ln g 1 a nd Eu ro p e " h 0 m e” fo r a 
legal attack. Likewise, France, U.S., and Russia 
may all use this tactic for breaking undesired 
European Understandings. 

This also allows for a minimal amount of 
German Japanese cooperation: Japan may attack 
British PFs in British,'Pacific 14 ho me" area to 
prevent these units from attacking a German 
Understanding in England/Europe, Or, if it does 
not have a legal attack on Britain's Pacific "'home”, 
attack British PFs in England to weaken Britain in 
Europe. This is greatly to Japan’s interest, as she 
wants to see a war break out in Europe (i.e., a 
German win with 15 points) since this greatly 
increases Japan's own possibilities, as we shall see. 

Germany, on the other hand, will seldom opt to 
attack PFs in Pacific holding areas even if the 
opportunity arises. Adverse results weaken Ger¬ 
many in Europe, and it is no benefit to the German 
to eliminate (say) British PFs in the Pacific, 

IV. SINO-JAPANESE WAR 

(I) Starting with the 1937 turn. Japan may elect 1 
to do away with diplomacy and declare outright war 
on China, It is not necessary for Japan to control 
Manchuria or to attack remove any Chinese 
Understanding with Japan, 

(a) At the beginning of his [urn, prior to 
placement of his PF allocations, the Japanese player 
simply announces his declaration of war. This may 
be done on any turn from 1937 to 1940 (although the 
only point of doing so in 1940 would be to convert a 
shared Control of Manchuria to Exclusive Japanese 
Control), 

(b) All Chinese PFs in Japan are removed 
(including any Understandings) and no Chinese PFs 
may be placed in Japan for [he remainder of the 
game. All Japanese PFs in China are removed, 
including any Understanding. 

(c) If China and Japan have SHARED Control 

of Manchuria, this automatically converts to ; 
exclusive Japanese Control, fhe Chinese Control 
marker is simply removed. 

(d) The Japanese player may now place his PF 
allocations as per usual. He may, and probably will, 
place them in China. 

(e) The usual Diplomatic Attack Phase is now 
executed, starting with the United States (both 
boards) on through to Japan. 

(4) After all diplomatic attacks are completed, 
a “Turn" now has a "Sino-Japanese War Phase." 
Simply, it is this: at the end of any turn that Japan 
has more PFs in China than the Chinese do, the 
Japanese may roll the Si no-Japanese War Table. 
When allowed to roll on the table, he may roll for 
every city on the table. 

The first time the Japanese player rolls on the 
table, he must roll the WAR l column; the second 
time he uses it. the WAR II column, etc. Thus, if he 
declares war in 1937, and is superior to China in PFs 
on every subsequent turn, he will get to use the 
WAR IV table in 1940. 

(g) Each city needs to be captured only once. It J 
becomes a permanent Japanese possession for the 
remainder of the game. 

(h) If Japan captures every Chinese city, he has | 
conquered China. All Chinese PFs are removed 
From the board and China scores "zero" for the j 
game. 

But this is not likely. It is possible only on the last 
game turn: and then only if Japan is rolling on the 
WAR IV Chart, and rolls a 'T' against Chungking. 

(i) Thus, throughout the Si no-Japanese War, 
China or any other Player in the Pacific may 
continue to place as many PFs as they please in j 
China. Russia may even secure her Understanding 
(in) with China, These foreign PFs may even be 
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used in separate foreign attacks, if sufficient for 
legal attack, on Japanese PFs in China, This would 
be in an effort to contain the Japanese in China. (It 
is not likely that anybody can pui enough PFs in 
China for a legal attack against Japanese PFs unless 
the Japanese player is not making an all-out effort 
here). 

Any turn in which Japan is unable/unwilling to 
place enough PFs in China to exceed Chinese PFs 
there, he is not allowed to roll on the WAR Table. 

tj) Prior to rolling the WAR Table, Japanese 
PFs in China may make diplomatic attacks on 
Chinese PFs or any other nation's PFs (except 
nations that have an Understanding in Japan}, Only 
after the Diplomatic Attack Phase are Chinese,'Jap¬ 
anese PFs in China compared to determine whether 
Japan may roll the WAR Table. 

(k) Each Chinese city that falls to the Japanese 
reduces China's PF allocation per turn for (he 
remainder of the game by the amount indicated on 
the WAR fable. A record must be kept of the total 
PFs lost; or, more simply, at time of China's PF 
Allocation, thexe 4 *lost" PFs are physically set aside 
or handed to the Japanese player (he may not use 
them). At the end of the game, Japan gets 
Objective Point for each such Chinese PF in his 
possession. Fractions are not rounded off. Japan 
could win by a fraction of an Objective Point, 

Notice that since there is no PF allocation after 
the J 940 (end of game) turn, no PFs are lost from 
this non-allocation phase. Accordingly, no PF loss 
is given for Chungking. 

(2) JAPANESE CONTROL OF CHINA: The 
Pacific Origins Objective Chart lists NC (No 
Control) as United Stales, British, and French 
Objectives in China but does not list a C (Control) to 
oppose them, Japan's stated Objective is Under- 
standing (U [); and this would seem Io give the Allies 
automatic NC points. 

However, if Japan declares war on China, an 
Understanding is no longer possible. Japan is said to 
CQNJ ROL China if four or more cities are 
captured; at such a time, Russia would automatical¬ 
ly lose her Understanding (without it being 
attacked) and all foreign PFs would be removed 
from China without attacks. Only Japanese and 
Chinese PFs would remain in China; the Chinese, to 
try to prevent total fall of the country. Even if China 
survives (China still has a good chance to survive 
and, ironically, to win), with four cities captured, 
die allies lose their NC points. China is Japanese 
Controlled for remainder of game. 

Summing up: Japan is not required to declare 
war on China, but may do so at the beginning of any 
turn from 1937 to J 940. Only in event of war do these 
rules apply. Japan should declare war in 1940 in any 
event, since (a) it would automatically convert a 
SHARED Control of Manchuria to Japanese 
Exclusive Control* and (b) some lucky die rolls 
would rip-off some fast NC points from the Allies, 
But to be sure, Japan must go to war in 1937 and 
make this a major effort: and win Objective Points 
by early capture of cities rather than diplomatic 
confrontations with the Western powers. 

V. WAR IN EUROPE 

The European game ends in 1939and the winner 
h determined in Europe by standard victory 
conditions. If a war has broken out in Europe (i,e„ 
Germany has won with 15 or more Objective 
Points), Britain, France and Russia are considered 
to be ''soaked-off in the Pacific and the following 
conditions result for the final (1940) turn in the 
Pacific: 

(l) Only the United States, China, and Japan 
receive their 1940 PF allocations in the Pacific, 
Britain, France, and Russia receive no new PFs and 
must play the final Pacific turn with whatever PFs 
they have on hand, 


(2) PFs in European "home” areas may not 
attack foreign PFs in their Pacific "home areas” 
even if otherwise legal according to rule 111,4 above. 
Nor are Understandings in Europe binding in the 
Pacific, The European board is dead for all play 
purposes in the Pacific. 

(3) If there is no war in Europe, the above 
conditions do not occur. While the European game 
is still over, any Understandings there are still 
binding and rule II[-2 interboard attacks may still 
be made when legal 

VI. HOW TO WIN 

(1) There is a separate winner for Europe and 
Asia. 

(2) As in European Origins, the player with the 
most Objective Points in the Pacific wins. 

(3) To compare how the European and Pacific 
winners did, multiply the Asian's total by 5 and the 
European's by four. The higher score is the TOTAL 
game winner; there is still only ONE winner! 

VII. WAR IN ASIA 

As in European Origins, whether or not war 
breaks out in Asia has no effect on play or victory. 
However, if at the end of the game (a) Japan wins 
and (b) Japan is at war with China, war in the 
Pacific may he considered to have broken out. 
However, if at the end of the game Japan has 
completely conquered China or has not declared 
war on China, there is no war. Only if Japan wins 
the game while still bogged down in a Si no-Japanese 
war does the Pacific theatre of war result. 

VIII. FIVE PLAYER VERSION 

The rules as given above are for seven players. 
However, five may also play this variant; and, 
indeed, may find the game more interesting. 

(1) For five players, Germany /Japan should be 
a single player, and F ranee/ China should be a single 
player. 

(2) The only conflict of interest entailed here is 
with Franch/Chinese Objectives in Mongolia. 
Therefore, in this version allow' France (only) an 
Understanding with Mongolia even if China has 
exclusive Control. Japanese Control or Shared 
Control would not permit the French understand¬ 
ing, 

(3) IMPORTANT: Using this variant, only 
nations with PFs on both boards (i.e,, Russia, 
France, England, United States) may use rule 111-4 
interboard combat. This will prevent France from 
"sacrificing'' China or Germany “sacrificing” Japan 
to promote a strong win on one board, 

IN. SETTING UP THIS VARIANT 

We've tried to make this game as easy to set up as 
it is to play. Suggestions: 

(1) Obviously, you need a copy of ORIGINS 
OF WORLD WA R //: but it would help if you have 
two copies, since you will need extra European PF 
counters. If you don't have two people with copies, 
simply order extra counteracts from the AH parts 
department, 

(2) Chinese and Japanese PF counters arc 
provided here, but you should mount them before 

play. 

CLARIFICATIONS 

(1) The mapshcel shows a special "Holding 
Area” for Hong Kong, This is merely a play-aid 
convenience. Units placed in the Hong Kong box 
are considered to be in the city; thus, all PFs placed 
in Hong Kong are simply placed in the holding box. 

(2) Manchuria and Mongolia are not consid¬ 
ered part of any country. They are exactly like 
Alsace-Lorraine and the Rhineland in European 
ORIGINS. 



AREA 

TOP TEN 


Rank Name 

Times 
On List 

Rating 

Previous 

Rank 

1. 

R. Chhmg 

4 

EGL206O 

1 

2. 

T, Dies on 

5 

HO 1804 

2 

3. 

C. Todoroff 

3 

GG11793 

4 

4. 

R. Wood 

2 

DEJ1754 

3 

5. 

S. Heirtowjiki 

3 

CF11744 

5 

6. 

G, Kilhridc 

2 

CDGI697 

6 

7. 

S. Pack wood 

3 

CEAI6L9 

8 

8, 

D. Barker 

3 

DFG1613 

7 

9. 

F. Small 

1 

CD FI 591 

- 

10. 

J. Le Jeune 

4 

CDE1579 

9 


The above players represent the 10 highest 
verified (11 + rated games) of the 3 r Q0Q member 
AREA pool. Players with an opponent qualifier 
less than C were not calculated among the top 
player ratings. 

The "Times on List" statistic is considered as 
"Consecutive" times on list. If a player slips out 
of the Top 10 for any length of time his next 
appearance is considered as his first. 

Hit? following AREA memberships have been 
terminated. No rating points can he awarded for 
games with these individuals as they are no longer 
members of the system, 

06109-01 60641-01 917894) I 

140374)1 70601-04 98106-02 

45208-0 J 73139-01 CANAD-02 


r 



COMPARTMENTTRAYS 


At last! The long suffered problem of unit 
counter storage for Avalon Hill games is 
solved The Avalon Hill compartment tray fits 
snugly into the bottom of the bookcase style 
box. A clean plastic cover fits over the mold to 
prevent counter leakage. Each tray has sixteen 
1 W x2Va" compartments W deep which will 
accommodate up to 400 unit counters and 4 
dice. 

The tray is also usable in the flat box 
games By cutting off with a pair of ordinary 
scissors three of the four side panels of two 
trays another perfect fit is arranged for the flat 
box games—this time with 32 compartments 
and 5 dice depressions. 

These trays are available by mail order only 
direct from Avalon Hill. They will not be 
included in new game releases in either the 
retail or mail order line. The trays are available 
only in sets of 3 and sell for S3 25 per set plus 
75C postage charges. Postage coupons cannot 
be utilized to order compartment trays. Mary¬ 
land residents please add 4% slate sales tax. 
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CAMPAIGN FREDERICKSBURG— 
A CHANCELLORSVILLE VARIANT 


E THE CAMPAIGN GAME: There are two lime 
record charts used in Campaign Fredericksburg. 
One, measured in days, keeps track of the periods of 
inactivity between battles; the other* measured in 
turns* is used during a battle. 

A. The day char! is called the game calendar; 
each game-day is called a calendar date . The game 
calendar consists of a list of the actual calendar 
dates, in sequence, from November IS* 1862(when 
the game starts) until January 31* 1863 (when the 
game ends). The players have to make this chart 
themselves. 

I Game Procedure; The Confederate Player 
keeps track of the game calendar. Starting with 
November 18* 1863* he calls out each date in turn. 

a. After the date has been announced both 
players check their "Order of Appearance'* tables. 
All units listed under "Present to be deployed” for 
that date are placed in the proper player's base pile. 
Units listed for a previous date but which have noi 
yet appeared in the game also appear. Units that 
have already been on the board do not return. 

b. Each player in turn moves any of his units he 
desires from each edge pile to any complete hex 
along that edge. These units may not be placed 
within an enemy combat unit's stone of control: they 
may push aside enemy Headquarters units in the 
way. 

c, If the Replacement Pool has arrived on the 
Order of Appearance chart, the Union player may 
use it to rebuild eliminated infantry divisions. When 
he expends a number of replacement points equal to 
the infantry strength of a division, he may move that 
division from [he eliminated pile to the wrecked pile. 
The Replacement Pool has 15 points that may be 
used once a game: they do not all have to be used the 
same turn. 

d, The Union player may move all the units of 
one corps (or the Artillery Reserve) from the 
wrecked pile to the Federal base pile. The corps may 
not be a “ruined" corps. The Confederates may 
move all the units of any one division from the 
wrecked pile to the south edge pile. In addition* the 


by Richard Hamblen 

Confederates may move any Corps or Army 11Q 
units from the wrecked pile to the base pile. The 
Fed era Is may move any Grand Division or Army 
HQ's to their base pile. 

e, Strategic Movement Each player may move 
all of the units that are on the board. Each unit may 
move an unlimited distance except: each unit that is 
moved must end the movement on a non-river hex 
on its own side of the river (the triangle in the 
northwest between the rivers is nobody's side of the 
river—no stopping there); a unit may not enter and 
may not pass through a roadless wood hex nor a hex 
in an enemy zone of control; river hexes may be 
crossed only at pontoons and fords; and each unit 
must move individually and only once per date. Any 
infantry division that doesn't move may emplace a 
fort counter on its hex* if it is out of enemy ZQC. 
Similarly, any infantry division that does not move 
may remove a fort it is sitting on. The forts must be 
placed in accordance with the rules of 
CHANCELLORSVILLE—no rivers nor town 
hexes* a maximum of 15 forts south of the 
Rappahannock and five Tons north or the 
Rappahannock* etc* Removed forts may be em¬ 
placed again. 

If a unit cannot abide by the above rules, it cannot 
move. The Union player moves first, 

f * Each player now announces in turn whether 
he wants to start a battle on this date. The Union 
player announces First, l! neither player does, the 
Confederate player crosses off the date and goes on 
to the next one (step a). 

(i) The Union player has the privilege of 
announcing the first battle in the campaign. The 
Confederate may not announce a battle until after 
the end of the first battle. 

(ii) No battles may be announced after January 
27* 1863* because they could not be finished. Battles 
In progress may end. 

Ii. I he tnrn record chart is called Lhe battle 
chan and is simply the CHANCELLORSVILLE 
Time Record Chart with one more day (i.e.* 
column) of turns added on. The players ca n use the 


chart provided in CHANCELLORSVILLE, add* 
ing a column of turns along the right edge, 

1. Batt le Procedure; a battle is played just like a 
game of CHANCELLORSVILLE except for the 
modifications listed in these rules, 

a. The battle w ill last four days (each column of 
turns on the Time Record Chart is a "day”). As each 
column of turns is completed, the Confederate 
player checks off another date on the game calendar 
and announces the next date, 

b. The player who announces the battle is the 
initiator He immediately gets to make a Strategic 
Movement (see rule J,A,e above). He also gets the 
first player segment each turn of this battle. There is 
no special initial movement turn, 

c. As the turns pass, both players should watch 
their Order of Appearance tables. By date, the 
"Arriving" column lists the units* hex location and 
turn when new units enter the game. T hese units are 
placed on the named hex—pushing aside any 
counters in that hex* if necessary - and may move 
immediately* 

d. Any unit may exit the board along any edge* 
either during movement or as the result of a retreat. 
Headquarters units go into the edge pile for that 
edge. Combat units go into I he edge pile only if their 
immediate Headquarters unit is already in that edge 
pile, 

e. When the fourth column of turns on the 
battle chart has been completed, the battle is over. 

2, Ending the battle; after the last turn each 
player goes through the following steps. The Union 
player does each step first. 

a. Isolation; Each unit on the board must he 
able to trace an unbroken path of hexes free of 
enemy ZQC to any edge or the board. Units which 
cannot are immediately eliminated, 

b. Supply lines: Each unit must be able to trace 
a path five hexes tong to a supply road. The five hev 
path may cross a river only at a ford, an emplaced 
pontoon, or an emplaced boat. Any unit which l 
cannot is immediately placed in the wrecked pile. 
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c. Ruined corps; Any Union corps with more 
than one half of its infantry units eliminated is 
ruined Place all the uneiiruinated units of that 
corpv i nel ud i ng a rt i I f cry a nd hca d q ua rte rs u n i ts 
in the wrecked pile. 

d* Off-board on its; units in friendly edge piles 
are all right. Units in unfriendly edge piles must 
either: I) outnumber the enemy combat factors in 
that edge pile by at least 2-1; 2) have a supply road 
leading to that edge; or 3) be Confederate cavalry 
units. Units that fail all three tests are placed in the 
wrecked pile* 

c. The senior officer shift: all eliminated 
Confederate corps and army headquarters are 
returned to the board, all eliminated Federal Grand 
Division and army headquarters are returned to the 
hoard. Every Federal corps H0 counter must be 
placed on an infantry unit of that corps—the 
Federal player may choose which infantry unit. The 
Confederate player must place every division HQ in 
play on some combat unit of that division. This 
must be done even if the HQs or the infantry units 
are in the eliminated pile. 

f* All disrupted counters are uu-disrupted* 

g. Vict orv cond ilions a re calculated (see section 
II). 

3 * Aftermath of battle; the game goes back to 
the routine outlined in section 1,1 except'. 

a. The date after the bat tie is just crossed off. No 
action of any type takes place on that dale. 

b. The second date after the battle no new battle 
may be announced. 

c. The third dale after the battle only the 
Confederate player may announce a battle. 

d. Then back to normal. 


11. VICTORY CONDITIONS: These are calculat¬ 
ed at the end of every battle and then again at the 
end of the game, 

A, Victory Points: total the following: 

1. The Union player gets one victory point for 
each Union corps HQ counter on the board* in an 
edge pile, or not yet arrived in the game. 

2. The Confederate player gets one victory 
point lor every division HQ counter or full-strength 
division on the board, in an edge pile* or not yet 
arrived in the game. 

3. If either player has a unit in the enemy’s base 
pile, he gets one victory point for that. 

4„ l he Unkm player gets one victory point if he 
has a supply road leading off the south edge of the 
road* 

5. The Union player gets a bonus of one point 
per HQ counter in the Confederacy’s base pile if 
Federal combat factors in that pile outnumber 
Confederate combat factors in that pile by more 
than 2-1. 

6 . Add any carryforward victory points from 
previous battles. 

B. The meaning of all this: compare each side’s 
total victory points and consult the list below for 
results. 

L Difference of one point: Minor victory* 
Critical newspaper editorials for the loser, hopeful 
ones for the victor. 

2. Difference of two points: Victory, Doubts are 
raised about the loser* Hosannas about the victor, 
who carries I point forward to the next victory 
ca Iculation. 

3* Difference of three points: Major victory* 
North and South alike are stunned — 
momentarily by the outcome. The victor carries 
forward two victory points. 


4. Difference of four victory points: Decisive 
Victory. The campaign goes into the history books, 
the victor gets voted the Thanks of Congress 
(whichever Congress seems appropriate), and the 
loser is removed from command. The campaign 
ends here! 

III. RULES MODIFICATIONS: These are 
not really part of the campaign game* they’re just 
good rules for the sake of historical authenticity, 

A. Stacking Limits 

1. Units that use the road bonus may stack with 
other units that use the road bonus to a limit that is 
one half the standard stacking limit (i.e., one 
Federal unit or 11 Confederate combat factors per 
hex). They may stack up to the norma! limit with 
units that do not use the road bonus* 

2. The stacking limit is also halved in roadless 
woods hexes. 

3. Union cavalry units may not swim. They can 
cross river hexes only at fords and emplaced 
pontoons. 

B, Terrain Considerations 

I, The Rappahannock w^as really not that wide; 
artillery firing across it from Stafford Heights 
(which should be right on the bank of the river) had 
considerable range. So: artillery units firing from 
one side of a river to a target on the other side have a 
range of three hexes. 


2. Hex GG36 was blocked by a drainage ditch 
during the battle of Fredericksburg. Any unit that 
enters that hex stops and becomes disrupted before 
any combat takes place* 

C. Command Foibles: to represent the individ¬ 
ual idiosyncrasies and abilities of the various 
commanders: 

1. Burnside didn't think the fords were usable 
until after ihe first battle failed. Union infantry and 
artillery and pontoon units may not cross at fords 
until after the First battle has been completed. 

2. The Federal command structure was unwield- 
y. On any one turn during a battle the Federal 
player may move the units of only two Grand 
Divisions—the other Grand Divisions may not 
move. If the Army HQ unit moves, then only one 
Grand Division's units may move. In any case, the 
Artillery Reserve units may always move. 

3. Longstreet was the most devastating attacker 
of the war. The Longstreet counter may join in an 
attack like any infantry unit—the attack he joins 
goes up one column on the combat results table. 

4. Jackson's long suit was his elusiveness. Treat 
the Jackson counter as a special substitute 
counter —Confederate units slacked with him at the 
end of movement may be removed from the board 
and kept in a separate stack, face down. These uniis 
may return to the board at the beginning of any 


ORDER OF APPEARANCE OF 



THE ARMY OF NORTHERN VIRGINIA 

Date: 

Present to be deployed: 

Arriving: 

Nov. 18 

W,ILF. Lee, Norfolk Lt. Arty 


Nov. 19 


McLaws, Ransom and 

Cabell* at A-10 (12 PM) 

Nov. 20 

add McLaws, Ransom and Cabell* 

add Longstreet HQ, 

Hood. Pickett, and 

Anderson at A-10 (1 2 PM) 
add Arty Reserve and 

1 Corps Arty Reserve 
at A-10 (3 PM) 

Nov* 21 

add the rest of l Corps 
add the Artillery Reserve 

Lee HQ, Stuart HQ, F. Lee Pelham* 
and Hampton at A-B (6 AM) 

Nov. 2 2 

add Lee HQ, Stuart HQ 
add F. Lee, Hampton, Pelham* 


Nov. 29 


Jackson’s Corps at A-24 (12 PM) 

Nov. 30 

add Jackson’s Corps 


^artillery 

unit 



THE ARMY OF THE POTOMAC 

Date: 

Present to be deployed: 

Arriving: 


Army HQ, Left Grand Division, one boat 

VI Corps* ai JJ-19 (12 PM) 

Nov. 19 

add VI Corps* 

I Corps** at W-12 (.6 AM) 

III Corps*** at M-7 (3 PM) 

V Corps* at W-12 (3 PM) 

Arty Res at W-12 (6 PM) 

Averell at M-7 (6 PM) 

Nov. 20 

add I Corps** 

add Center Grand Division*** 
add Artillery Reserve 


Nov. 25 

add two pontoons 

Sickles at JJ-19 (6 PM) 

Nov, 26 

add Sickles 


Nov. 28 

add two pontoons 


| bee. 1 

add an assault boat 


Dec* 7 

add one pontoon 


Dec. 14 

add Replacement Pool 

XI Corps* at JJ-19 (12PMJ U 

Dec. 15 



Dec 16 


XII Corps** al JJ-19 (12 PM) 

Dec- 17 add XH Corps** 

^includes Grand Division HQ and artillery ***excepl Sickles’ division 

^includes Grand Division cavalry 























PAGE 10 


THE GENERAL 


ORDERS OF BATTLE FOR 

THE FREDERICKSBURG CAMPAIGN 

FEDERAL 


ARMY OF THE POTOMAC Ambrose F, Bum side (0-8) 
ARTILLERY RESERVE Hunt (0-8) 

Left (6-6) 

Left .Center f3-6) 

Right Center (4 -6) 

Right (5-4) 


RIGHT GRAND DIVISION 

11 CORPS - Couch (0-8) 
Hancock (5-4)* 

Howard (5-41* 

French (6-4)' 

CAVALRY DIVISION 


Sumner (0-3) 

IX CORPS - WHIotx (0-S) 
Bums (4-4)* 

Sturgis (.5—4)* 

Getty (4-4)* 

Pleasanton (3-6)* 


( ENTER GRAND DIVISION 

1IT CORPS - Stemenm (0-8) 
BhrieV (5-4)* 

Sickles (5-4)* 

Whip pic (5-4)* 


■ Hooker (0-8) 

V CORPS ■ Butterfield (Q-8) 
Griffin (5-4)* 

SYfc (5-4)* 

Hurnplueys (5 4)* 


DIVISION ARTILLERY Center (3-6) 
CAVALRY BRIGADE - Av&rcll (3 -6)* 

LEFT GRAND DIVISION Franklin (0- 8) 


I CORPS - Reynolds (0-8) VI CORPS - Smith 

Duubledrty (6-4)* Brooks (7-4)* 

Gibbon (5 4)* Howe (7-4)* 

Meade (5-4)* Newton (7-4.)* 

Di VIS SON ART! f. LERY Left & Right (2-6) 

CAVALRY BRIGADE - Bayard (3 -6)* 


RESERVE GRAND DIVISION - Sigd (0-8) 

XI CORPS - Stake! (0 8) XII CORPS - Slocum (0—8) 

McLeatt (4-4) * Willia ms (4—4) * 

Stein we hr (4 -4) * Geary (4-4) * 

Schurz (4-4)* 

DIVISION ARTILLERY - Reserve 13-6) 

CAVA I RY BRIGADE Di Canola (2 6)* 


CONFEDERATE 


FREDERICESmiRG GARRISON - Norfolk Light Artillery Blues 0-6) 
ARMY OF NORTHERN VIRGINIA Robert E. Lee (0 8) 


ARTILLERY RESERVE - Pendleton (0-8) 
Cults (2—6) 

Nelson (2-6) 

CONFEDERATE CAVALRY Stuart (08) 
Hampton r'3-8) 

F. Lee (3—8) 

W. IL F. Lee (3-8) 

HORSE ARTILLERY - Pelham (3-S) 
FIRST CORPS - Longstreet (0-S) 

Anderson (T-4)* 

HQ ((0 -3)1* 

Wilcox ((2—4)) 
Feath erst on ((1-4)) 
Mu hone ((2-4)) 
Wright ((2- 4» 
Perry. {( I -4.)) 

Ramom (4-4)* 

HQ £(0- 8))* 
Ransom ({2 -4)) 
Cooke ((2-4)) 


JjdLaws (8,-4) 

HQ {(0-8)) 

Barksdale ((2—4)) 
Cobb f(2-4)) 
Semrnes 1(2-4)) 
Kershaw ((2 4)) 


Hood (8—4)* 

HO ((0-8))* 

Law ((2-4)) 
Robertson ((2-4)) 
Anderson ((2-4)) 
Toombs ((2-4)) 


Pickett (B—4)* 

HQ ((0-8))* 

Garnett ((2-4)1 
Kemper ((2 4)) 

ArmRtead (0-4)) 

Jenkins ({2-4)1 
Corse ((1-4)) 

CORPS ARTILLERY reserve 
A lexander (3—6) 

Walton (2-6) 

McLAWS ARTILLERY 
CabeU (2-6) 


Jadcson (0-8) 


SECOND CORPS 

D. IL Hill (9-4) 
Rodes ((2-4)) 
Doles ((2-4)) 
Colquitt ((2 -4)) 
Iverson ((3--4)1 
Ramses ((1—4)) 
HQ (fO-B)j 


Taliflferreo [5-4) 
Paxton U2-4)J. 
Jones ((I 4)) 
Warren ((1-4)) 
Pendlelon ((I -4)) 
HQ 11(1-8)) 


A. P. Hill (12-4) 

Ereckenbrotfgh ((2-4)) 
Gregg ((2-4)) 

Thomas ((2-4 J.) 

Lane ((2-4)) 

Archer ((2—4)1 
Pender ((2—41) 

HQ H0-8» 

CORPS ARTILLERY 
WITH D. H. H1I L 
WITH A* P. HILL 
WI TH EARLY 
WlTilTAI [AFERREO 
RESERVE 


Larly (8-4) 

Atkinson (C2—4)) 
Hoke ((2-4)1 
Walker (62-41) 
Hay* I (2-4)) 

HO ((0-8)) 


- Jones (2-6) 

- Wjflcer (3-6) 

- !,k timer (3-6) 

- Brockenbroueh (2—6) 

- Brown (3- 6) 


subsequent Confederate movement phase* before 
any units on the board have moved. While they are 
with Jackson, the Jackson counter may move 
normally, but ail slacking and movement rules must 
be obeyed just as if the whole stack were physically 
on the board with Jackson, II the Jackson counter 
ever attacks or is attacked (or, using the inverted 
counter rule, if it is ever turned face up), all the units 
with him must immediately be placed on the board 
with him. 

(NOTE: If the Jackson or Longstreet counter is 
eliminated, the counter comes back but after that 
the counter no longer has the special feature 
described above). 

5. Chain of Command: in order to clarify the 
command chain in the two armies. I will list the 
various units and what HQ can un-disrupt them: 

Confederate brigades Proper Uivkion HQ qr any corps, qrm> 
Confederate artillery Proper Division HQ or any corps, army 
Confederate reserve artillery; Any HQ 
Confederate Divisions or Division HQ; Any carps, army HQ 
Union in fa Jury divisions: Proper corps or Grand Division, oi 
Army HQ 

Union cavulry: Proper Grand Division or Arjny HQ 

Union artillery: HQ named on unit, or the Artillery Reserve HQ, 
or Army HQ 

Union corps, Grand Division HQ* Any higher echelon HQ 
Union Artillery Reserve HQ: Army HQ only 

Note that the Confederate cavalry units still urn 
disrupt by themselves, but the Union cavalry does 
not. 


IV. WEATHER: Since the actual weather 
greatly affected the campaign in a number of ways, 
this rule is included as an optional way or 
introducing those effects (and the uncertainty that 
comes with them) into the game. The rule is optional 
first because it has to be a little complicated in order 
to be authentic, and second because so many people 
seem to hate weather rules, 

A. When the Confederate player calls out each 
turn, he rolls a die and consults the chart below to 
sec what the weather is for that day, 

1. Roll Weather 

1 Rain 

2 Monthly special 

3 Monthly special 

4,5,6 Clear 

2. The 14 Monthly special" is clear in November, 
Fog in December, and Rain in January, 


B. Weather Effects 

1. No battle: If no battle is in progress, only 
"Rain” is significant. 11 “Rain” is rolled, no Strategic 
movement is allowed and all unoccupied fortifica¬ 
tions are removed from the board, 

2. Battle: if a battle is in progress, or begins on 
this turn: 

a. “Clear”—no effect 

b. “Fog”—artillery range is cut to one hex in 
ALL situations. 

c. “Rain”—all roads cease to be roads for this 
turn except: 

(i) The “Plank Road" 

(it) The “Turnpike” or “Old Turnpike” 

(lit) The road from Aldrich to Chancellorsville 

(iv) The road from Falmouth to WW37 

3. Delayed effects of rain. On t he date after rain: 

a, All fords cease to be fords for that turn 

b. Off-road movement is penalized 

(i) infantry and cavalry units may move half 
their M F 

(ii) pontoons and artillery cannot move at all off 
the road. 
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c. Note that the above restrictions apply for 
both Strategic Movement and movement during a 
battle, 

d. Note also if it mins the day alter a previous 
rainfall the combination of effects makes movement 
very difficult. 

Definition of terms; 

Ruined Corps: A Union Corps with more than 
half of its infantry units (not factors) in the 
eliminated pile. 

Wrecked Pile: A pile of units that have not been 
eliminated hut which are not actively in the game, 
“Ruined" units go imo the wrecked pile. 

Friendly Edge: For the Federals, the north and 
east edges of the board: for the Confederates, the 
south and west edges. 

Supply Road: A road that runs free of enemy 
7GC in a friendly edge. A supply road may cross a 
road only at a pontoon. 

Edge Files: The piles of units that move off each 
edge of the board. There are four edge piles, one for 
each edge. 

Base Piles: For the f ederals. the north edge pile, 
for the Confederates* the south edge pile. 

★★★** 

A. H. Philosophy . . . Continued from Page 2 

Game Playtest reactions to this game have been 
extremely favorable and it stands oul as perhaps 
the most entertaining multi-player, non- 
Diplomacy type wargame we've ever done. 

Wargames aren't the only thing of interest 
we're working on however. Indeed, the current 
rage among our staff and the local playtest group 
is a form of sophisticated railroad MONOPOLY 
called BOXCARS. A great little multi-player 
blend of luck, skill, and Diplomacy it will please 
anyone not totally sworn to cardboard tanks and 
vicarious cavalry charges. 

Another little gem which will make its retail 
appearance this spring is THE COLLECTOR —a 
renamed and redesigned version of 3M's old 
HIGH BID game. A great social game for 3 to 5 
players faintly resembling Rummy, this item has 
the added advantage of a short playing time (30- 
45 minutes) making it a delightful pastime for 
family play or a fun evening with two couples. 

We have still other brands in the fire but they 
may not see the light of your gameroom in 77, 
We trust that somewhere within our cropforthe 
coming year is something you'll enjoy. To us 
each game seems to surpass its predecessor in 
quality and we are extremely pleased with the 
coming yield. We hope you'll be too, 

< 3 > 
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REDUCED HEX SHEET PADS 

Now available from the Mail Order Depart¬ 
ment is a pad of 30 hex sheets with normal half 
inch hexes printed on one side and W* hexes 
printed on the back The pads are useful for 
designing your own games, making hex overlays 
for actual maps or generally sketching moves 
and/or concepts The pads are available from 
the parts department for $1 00 plus postage. 


Explanation of Orders of Battle: 

General: I he titles of each level of command are in capital letters; each body of troops that should have its own unit 
counter m the game Is indicated by the name of its commander printed in lowercase. After each name in lower easels 
the comh&f strength and movement allowance of that unit* enclosed in parentheses. Thus; 

Blrncy (5-4) 

set nds for Rirney's infantry division* which has a combat factor of 5 and a movement factor of 4 hexes a turn. 

Many of the artillery units are identified by the name of their organization, rather than their commander, 

I he titles in upper ease indicate if the units are artillery or cavalry. Units which arc not so indicated are infantry 
divisions, each having a movement allowance of 4, The units indicated by a (0-B) following their name are 
headquarters units. 

Asterisks. F) indicate infantry or cavalry units that contain "attached on Mery." In addition to the combat factor 
primed for Such units, each unit has one “invisible'artilleryfactor which always travels with the unit and which may 
be used as artillery in either of the artillery combat methods. This is a variation from the standard game of 
CHANCELLORSVILLC; it is meant to represent the large number of batteries in each army which were assigned 
directly to brigades or divisions to give artillery support on a small scale to the smaller infantry organizations. In 
practice, these batteries; were almost never massed. 

To repeat, each asterisk * means that that unit has 1 extra, invisible, artillery point in addition to the printed 
combat factor. Thus, a (5-4)* tan actually attack with 6 points if it does not use its artillery point in the offensive 
artillery phase. 

Federal organization: Each Grand Division consists of two infantry corps, a cavalry force and an artillery unit. The 
Right Grand Division has no extra artillery. The four Grand Divisions and the Artillery Reserve make up the whole 
Army of the Potomac. 

Notice that every mm-artillcry Unit in the Federal Army has “attached artillery/' 

Notice also that Federal cavalry units have a movement allowance of 6. This is deliberate; the Federal troopers 
were still learning their trade. 

Confederate organization: The units with their combat/movement factors enclosed in doubled parentheses, ire., ((2- 
4>L are the substitute counters with which to replace the division counters. These substitutes consist of a number of 
infantry brigades and a divisional headquarters, marked ((0-8)), 

I he Norfolk L ight Artillery Blues unit represents the two batteries, infantry regiment and cavalry regiment that 
held I rede ricks burg in November, 1862 When the Army of Northern Virginia had finally shifted to the area, the 
cavalry regiment returned to its norma! brigade (W.H.F, Ijee's) and the infantry and artillery were assimilated into 
Anderson's Division, Use the unit as a normal artillery unit attached to the 1 Corps after that headquarters comes onto 
the board. 

Please note that In the Confederate army the only "attached artillery* units are the infantry divisions in the First 
Corps and of these divisions, the McLaws Division doesnS have “attached artillery," At this stage in the war, the 
method of artillery employment depended upon the particular preferences of lire commanders of artillery in each 
division and corps. The old method of artillery employment in practice during the early stages of the war was to attach 
a hattcry, sometimes two, directly to each infantry brigade. This prevented the massing of fire that could be so 
devastating, and more progressive artillery commanders started maintaining divisional pools of artillery that could be 
employed en masse. Jackson and his chief of artillery. Colonel Crutchfield, made a policy of massing each division's 
artillery in this fashion, and so the Confederate Second Corps always tended to fight its artillery in battalions* 
deployed as needed Longstrent allowed his subordinates lo continue t heir old practices of "attaching" artillery until 
ihe whole Army of Northern Virginia went through an artillery reorganization into battalions in early 1863. Only 
Cabell in LongstJCCt’s Corps made a policy of coordinating artillery fire in masses. 

When a confederate division with "attached artillery" breaks down into ks substitute counters* the artillery point 
becomes attached to the HQ unit. 

“Attached artillery" points do not count towards stacking limitations. 

Special Unit Characteristics: ]} The Federal “Left Center" and Confederate “Cutts" artillery units had long range 
guns, 20 pound Parrot guns or better, so they may lire at a range of three hexes as Jong as the shortest path to the target 
is unobstructed by hill, town, or forest (if there are 2 “shortest path T s, the unit may Fire if either is unobstructed)!)The 
Federal Army had a pool of replacements available at A quia Landing. After this pool has arrived (as indicated on the 
Federal Order of Appearance chart) the Federal commander can recreate eliminated units using the 15 points in this 
pool. I hose units may be recreated only between bat tles and are immediately present to be deployed at the start of the 
next battle. 


Final Note: for those who do not like the Attached artillery" system and prefer the normal CHA NCELLQRS VJLLE 
system, here is an alternative OB for the artillery in both armies: 

Army of the Potomac: I Corps, (8-6); H Corps (6-6); HI Corps (7-6); V Corps (5-6); VI Corps (7-6);) X Corps (5-6); 
Horse (2-8); XI Corps (5-6). XII Corps (4-6); RESERVE (6-6), These replace ail artillery m the Federal QB above. 
Army of Northern Virginia: add Hood (1-6), Ransom (I-6)* and Pickett (I-6); and replace the Norfolk Light Artillery 
Blues with Hardaway (2-6). Other artillery stays the same. 


The units in the game * * . 

I he combat factors in this variant were determined by the use of a formula, hased on the number of men and 
cannon in each unit. Roughly, each infantry point represents 1000 infantry "effectives" taken into action, generally 
rounding up and adjusting points so that the corps-level strength comes out accurately, The Confederate brigade 
strengths are generally just averaged within each division, with one-point brigades chosen on the basis of fewer 
regiments* less strength implied in the reports, etc. 

Fiivh artillery point, including "attached artillery," represents about 8 guns. The Confederate artillery was 
organized as it appears in the TO, hut the Federal artillery requires a little explanation. Formally* the batteries (each 
of 6. rarely 4. guns) were assigned to divisions except lor the Army Reserve Artillery of 43 guns, and two batteries in 
Lh. ll Corps reserve In practice, however; chief of artillery Hunt could and did appropriate batteries from the 
divisions in order to create enormous grand batteries of 30 or 40 guns; generally* he left a battery or two with each 
division. 1 o create a Federal 10 that was reasonable in the light of the game’s stacking rules and in light of what 
- ■ * hIK happened, [ chose the arrangement present in the TO— one point of "attached artillery" to each unit, for 
simplicity** sake, rhe four "grand batteries" that H unt used in the real campaign, and the extra batteries lumped into 2- 
ir A potni Limts m order to be effective under the stacking rules. 

1 be Federal cavalry units have I point for each 1000 troopers plus one point of “attached artillery" for the battery 
a'dauied. to each unit. Confederate cavalry was considerably more competent at this period of the war, so the 
1 uikdu.uc brigades have [ point for every 700 troopers, and the horse artillery has been lumped into one unit 
because of Pelham's skill In Coordinating and employing tire attached batteries. 
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The Best Alternative to Play Balance 


By Donald Greenwood 


Back in days of yore when wargames were sca rce 
and the strategies they attracted far more abundant, 

! was just one of many enthusiasts who read the 
GENERAL from cover to micro print eagerly 
seeking a new twist to the Shagrin 1-3 envelopment 
strategy in STALING RA D or the latest theory on 
the relative advisability of a 1-2 vs Steinmetz on the 
heights of Quatre Bras in WA TER LOO . Those 
were the days when we analyzed every facet of the 
classics until we knew them backwards and 
forwards or so i thought until the next pbm 
opponent taught me yet another trick after adding 
another notch to the negative side of my win/loss 
ledger. 

Gradually 1 came to recognize that play balance 
was primarily a function of who “got there firstest 
with the mostest"; “there 1 ' being pronounced ex¬ 
pertise with the accent on experience. Even the 
much maligned STALINGRAD* the granddaddy 
of all supposedly imbalanced wargames, grudgingly 
came to be accepted as a toss-up when played 
between players of the highest caliber A shame too, 
for it was always great fun to watch some upstart 
braggart, loud in his conviction that a “competent” 
Russian player could not be beat, meet humility at 
the hands of a master such as George Phillies or 
Dave Roberts, One's only defense in such a position 
was quite untenable—after all, he was a “compe¬ 
tent'' player was he not? Missing the “master" label 
myself by a small millcnium, 1 am probably less 
saddened by the onslaugh t of titles of recent vintage 
than are those belonging to that excluslveclub. Yet, 

1 am hardly overcome with mirth by the state of the 
art today. You'll forgive me if 1 borrow that pet 
phrase of game designers everywhere and apply it 
not to game design but to the less publicized but 
equally important game player. Whereas the 
growing number who fancy themselves professional 
designers have turned out a constantly improved 
product in search of the elusive perfect game, the 
players have been falling behind. There is barely 
time to read the first descriptive review accounts of a 
game, grasp the rules, play a sample game or two, 
wait for your favorite wargaming magazine to 
arrive, and settle down to analyze . . , the next 
descriptive review of yet another new game! And so 
it goes with nary a chance to gain any real insight 
into the subtleties and nuances of a game, no pet 
theories shared with compatriots, and all too few 
lessons taught by painful experience. 

Perhaps that's as it should be. Realism devotees 
have long advocated the need for “fog of war” and 
put down the rote reaction that comes with over- 
familiarity, “Who cares how many turns it takes 
cavalry to get to Nivelles from Charleroi?", they 
scream. After all, Napoleon didn't know how long 
it would take, why should they? Well, maybe he did 
and maybe he didn't, but it's certain that he would 
have dearly loved to know that little fact—down to 
the very minute his Lancers would draw fire. I'm 
with Nappy there , , , I want to know as much about 
the battle as possible—before 1 sit down to my 
battleground. Granted, there's got to be a first time 
but that doesn't mean that I can't have read over the 
rules several times, looked for helpful tricks in all 
too infrequent strategy articles, or soloed the 
situation a few times before facing a real opponent 
who not so vicariously thirsts for my gaming blood. 

All of this may seem a bit heavy to those of you 
for whom simulation is the end-all, be-all of your 
wargame persuasion. And, if so, l apologize for 
ta king up space you u ndoubtedly could put to better 
use. But for those to whom the game is the thing I 
dedicate what follows. For I am a firm believer that 


there are few rewards in gaming more gratifying 
than the inner pleasure one derives from the near 
mastery of a game. To stand above one's peers and 
realize the pleasure of piecing together one pre¬ 
planned move after another into an inescapable 
vortex of victory as if it were so many pieces of a 
puzzle is, to me at least far superior to playing any 
game for the first time. Alas, mastery of any 
one game seems to be going the way of the 
great American dream. At least, that's the 
impression one is left with due to the dearth of 
authoritative analyses published in today's hobby 
magazines. The journals of our trade seem to place a 
premium on design theory or what I. less politely, 
refer to as bs—at the expense of educating the 
gaming public in the nuances of play in all these 
splendid new games. And anybody out there who 
professes to know all there is to know about gaming 
is either a damn fool or a bigger liar. Granted, it 
takes a lot more work to put out an authoritative 
strategy article than to record flowery phrases on 
rules presentation, and one can only print what one 
receives, but there is a principle of leadership by 
doing which needs wider acceptance in the hobby. 

If all this sounds like a eulogy for strategy 
articles in wargame magazines I'm vastly relieved 
for that is my intent. At the point in the hobby's 
evolution when other slick magazines joined the 
GENERAL in competing for the wargamer's 
attention it became highly fashionable to put down 
'Perfect Plans' as the immature randngs of the great 
unwashed. The tendency to label any article 
smacking of hints on strategy—no matter how 
erudite the analysis might be, as a Perfect Plan 
evolved into a hobbywidc hysteria. Before long those 
who still dared pen their strategy tips gave penitence 
to the masses with the standard opening: “1 don't 
believe in Perfect Plans, but . . . " or some other 
such explanatory drivel. Well, I don’t believe in 
Perfect Plans either, but I am a firm believer in 
enhancing my enjoyment of a game by analyzing it 
to the nth degree. There's only one way to gain 
expertise in a game and that’s to play it over and 
over and over again against as many different 
people as possible. If 1 can shortcut this learning 
experience by picking up pointers others are willing 
to share with me from their experiences Pm more 
than happy to oblige them by putting their theories 
to the test. Vicarious visions of charging Hussars are 
fine and certainly do much to flavor our hobby but 
the game remains the thing and enjoyment for me is 
still largely a matter of pitting my expertise against 
yours. Anybody who enjoys losing with the 
underdog is too masochistic for my tastes. 

I think the recent trend towards new games, 
variants and history ad nauscum in hobby journals 
has left the hobby with a subconscious craving for 
strategy analyses. Case in point -which was the 
most popular seminar at ORIGINS II? Despite the 
presence of such famous designers as James F, 
Dunniganand Redmond A. Simonsen it wasn't any 
of the design seminars. Rather, it was the throw-in 
of the SP1 quartet—“Tactics of Game Playing" with 
F. Georgian, Who? Sorry, Fred, but it serves to 
prove a point, and we developers don't need any 
glory anyway. Seriously, only a shortage of space at 
the scheduled time kept this seminar from far 
exceeding the others in attendance. 

Having made this public plea for a return to 
comprehensive analyses of game strategy, 1 can 
hardly cop out by leaving you without some pearl of 


wisdom to apply in your next match. So. having 
painted myself into a comer in the true tradition of 
the world's Charley Browns .... 


VICTORY IN ID1 ST AVISO IN 14 EASY TURNS 

Let me hasten to add that my claim to fame in 
this or any other game on pure playing ability is 
highly suspect. The only game I feel remotely 
comfortable with is FOOTBALL STRATEGY 
probably a result of a frustrated defensive tackle 
who fchew he could have been a great quarterback if 

only. FOOT BA LL STRA TEG k is only a fair 

simulation but without peer as a competitive game 
in my estimation. But after over 300 games against 
some 90 different opponents and more than a 
few vicarious concussions what would 1 know? Any 
attempt at objectivity was obliterated two Super 
Bowls ago. You see. I won 78% of those 30(H 
contests. 1 like this game! But belay those fears for 
this isn’t a prelude to the tale of my 44-0 shutout of 
the Idistaviso Bears. Being a professional game 
developer means that I playfes* a lot of games. 
Unfortunately, I get to play very little. Those who 
can't fathom the difference between playing and 
playtesting haven't done much of the latter. One of 
the games 1 tested more times than I care to 
remember is CAESAR’S LEGIONS. In its earlier 
form as GDW's EAGLES 1 was among the 
unbelievers who cried “imbalance" and hurled never 
ending criticism on the God of designers who dared 
treat the imperial Legions of Rome with such scorn, 
Loren Wiseman, the original designer of EA GLES s 
took this in stride and knowingly suggested 
alternate strategies with which 1 might have more 
success. 1, in the true tradition of the great 
unwashed, never did make any headway with 
Loren's suggestions and ended game after game 
with my legions hopelessly bogged down in the 
woods of the Suebii chasing elusive German chiefs 
bearing the all important standards. “The game is 
unbalanced" became the all too frequent rallying 
cry, “We have to increase the time limit to 15, no 16, 
turns." Loren remained unperturbed and T kept 
playing as we grafted the 1776 matrix CRT into the 
game design, Lo and behold after about 20 playings 
a winning strategy evolved. Only now the Roman 
was winning with relative ease. The solution—drop 
the game length back to the original 14 turns. This 
article will relay that strategy and hopefully, like 
STALINGRAD* AFRIKA KQRPS , MIDWAY\ 
and BULGE before it, set right t he question of play 
balance for the fourth scenario 1 of CAESAR'S 
LEGIONS , 

First off, play with a touch of class, Don't 
duplicate my mistakes and get carried aw^ay w ith the 
invincibility of those beautiful 45-4 legion counters. 
Swarming across the Rhine and Danube from all 
angles has as much subtlety as Charles Bronson 
crocheting doilies in a tearoom and less chance of 
success. Don’t feel sorry for Arminius' travel 
schedule and stagger around Germany inciting the 
populace to riot. You’re bound to be much more 
successful at it than he could ever be, 1 used to think 
it was neat to send the XU I Legion across the 
Danube and watch it plow through the Hermandurii 
like a modern day battlewagon through 18th 
century frigates. Neat, but not very productive. If 
the Sugambrh, Suebii, Lugii, and Hermandurii are 
to enter the game it should be as a result of a long 
ride by Arminius—one which takes him out of the 
action until it's too late. Don't do his recruiting for 
him. 
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Tl'RN 1 — 

Set up as many auxiliaries in the forts across the 
Rhine as possible. The aim is not attrition. YoifJl 
need these units for screening purposes later on and 
to rcinfbrce the legions while moving through 
wooded areas. They can be used as bait upon 
occasion if their sacrifice will lure a sizable German 
force into the open within reach of a Legion. 
Otherwise, auxiliaries should be risked only in even 
or better odds battles against Lt. Infantry. The 
German Lt. Infantry is especially valuable for the 
ambush affect it lends killer stacks in woods hexes, 
as well as for its extreme maneuverability. It should 
be attacked In the open whenever an opportunity 
presents itself. The Batavians are equally valuable to 
the Roman player and his first move should be to 
withdraw them to a Roman fort. Their ability to 
infiltrate unguarded wooded flanks makes them 
extremely valuable to have around during the end 
game despite the fact that they can not stack with 
Roman units. 

The V and XXI Legions should split into half- 
legions with Drusus accompanying the fast cohorts 
to M21 with maximum auxiliary support. This 
should put both the Usipatii and Frisiito flight. The 
half-legions with full cavalry support skirt the 
Marsh village to the west w hile auxiliaries dispatch 
the luckless Marsh chieftain who has undoubtedly 
been deserted by his troops which will proceed to 
flee through the woods of Lesser Chaucii, The 1 and 
XX Legions follow close behind. 

The Rhine river fleet will be used to ferry 
auxiliaries into ihe land of the Ratavii and XVI & 
XIV Legions with auxiliary support into the 
southern half of the Tenceterii. This should put the 
Tenceterii roughly in the center of 4 Roman legions. 
If they react correctly they can escape but if they 
dawdle they can and should be hit before they can 
combine with others to form a killer slack. The 11 
and XI11 Legions bring up the rear as they travel 
north on ihe Rhine road net. They will eventually 
become the knot in the noose we are just now 
beginning to fashion. 


TURN 2— 

Like all such analyses our plan will become 
increasingly vague as the game goes on, dependent 
as it is on reaction to an opponent’s variable 
response. If the Germans have not selected their 
initial disposition wisely, pursuit may yield early 
favorable battles against the Usipatii and Teneierii. 
Failing that, the V and XXI Legions should 
recombine and proceed at a more leisurely pace into 
the northern half of Lesser Chaucii while Drusus 
joins the 1 and XX Legion at the border of the Chatii 
and the XIV & XVI Legions separate and flush the 
woods of the Tencterii. 

TURN 3— 

By this time Arminius may well have succeeded 
m raising Lesser & Greater Chaucii. No matter. 
You'll do him a favor now and raise the Chatii by 
advancing into that land with Drusus, two legions, 
and six auxiliaries being careful to skirt 116 so as 
not to free the Lesser Chaucii Eagle. The Chatii will 
doubtless disdain combat in the open north land and 
mobilize in protective stance around their temple. 
The XXI and V Legions draw a bead on the 
northernmost Lesser Chaucii village while the 
Rhine river fleet puts to sea, 

TURN 4- 

This is a crucial turn for the German player if he 
is to seriously impede the Roman plan. One of the 
northernmost legions continues on to the eastern 


peninsula of Lesser Chaucii while the other sea Is off 
the gap between the two forests in the center of the 
land, being careful to maintain a four hex distance 
from the temple at all times. Drusus and two legions 
cross the river into the extreme south of Lesser 
Chaucii followed at a distance by XIV and XVI 
Legions. A pincers movement is starting to become 
apparent, anchored at the Marsh village by the just 
arrived II Legion. If the German is to offer more 
than passive resistance he must act now and put 
heavy battle groups into the triangle formed by the 
woods hexes at UI3. A chief, three heavy infantry, 
and a light infantry mob in a woods hex have an 
almost even chance agai list a Legion if Drusus is not 
present. In any case this is the German’s best chance 
to cause significant Roman casualties and his only 
chance to seriously impede the pincers movement, 

TURN 5-7- 

By now the Rhine river fleet should be in 
position to ferry the XXI Legion across the major 
river and into Greater Chaucii while maintaining a 4 
hex range from the Greater Chaucii temple. On turn 
7 it will again take ship to cross into the land of the 
Suebii. Now the marines will disembark and join the 
auxiliaries whieh have accompanied the XXIst, All 
units are still more than 4 hexes away from the 
German temples. Drusus continues his advance into 
Greater Chaucii with two legions and the XIII 
Legion arrives to form the bottom of the cup. 
Arminius has by now roused all the support he’s 
likely to get but finds himself and most of his forces 
outside the rapidly forming cordon of Roman 
might, 

TURN B- 

l he trap springs shut, Roman legions should 
now r occupy tt roughly equidistant points along Lhe 
lines of 35,06,Q9.TI l.U I5,SI8,M 19 and K 16. 
Spread out behind them so as io avoid combat but 
create an infiltration proof screen will be the 
auxiliaries—thusly deployed only when an escaping 
chief and captured eagle might be heading their way. 
Combat is offered now r only in the open under 
Roman terms. 


TURN 9— 

The ring tightens as the three easternmost 
legions advance on the Greater Chaucii temple 
forcing the German standard bearer to flee west— 
deeper into the contracting circle T he rest of the ring 
is careful not to violate the reaction zone of the 
Lesser Chaucii temple. 


TURN 10 & ihe End Game— 

The ring tightens further with all eight legions 
forming a lighi circle around the Lesser Chaucii 
temples and its two Eagles, On turn El the 
bloodletting will begin in earnest as the Legions cut 
their way through to the Eagles with no regard for 
casualties. Care must be taken to maintain a screen 
of auxiliaries and cohorts to prevent a breakout by 
the Eagles and this will become increasingly difficult 
as Arminius and his recruits enier lhe fray. However, 
experience has shown that the Roman can gain the 
upper hand frequently especially if Arminius gets 
a little loo bold and offers combat in the open 
against two Legions, The result is never guaranteed 
but is always close and usually fun. What more 
could you ex pec i from an imbalanced game? 
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46052 and subsidized by The Avalon Hill Game 
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postal Diplomacy hobby by printing articles on 
good play, zine news, listing rating systems, 
game openings, and printing a complete 
variant game and map with each issue. Subs 
are $4 00 with single copies $1.25 each. 
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AVALON HILL 
BEST SELLER LIST 

Rank Title 

1. PANZER LEADER 

2. THIRD REICH 

3. PANZERBLIT2 

4. 1776 

5. OUTDOOR SURVIVAL 

6. LUFTWAFFE 

7. WOODEN SHIPS & IRON MEN 

8. TACTICS II 

9. TOSRUK 

10, ALEXANDER THE GREAT 


Many people have requested that we 
publish a "best sellers' list similar to that 
utilized by book publishers to promote top 
selling items. Such a list for Avalon Hill games 
is not as appropriate however due to our 
slower publishing rate, mail order only policy 
for some titles, and the overall relative stability 
of our titles salability. Yet to appease the 
curious and give small manner of praise to the 
"hot ones" well publish our Fiscal Year Best 
Seller list annually and supplement it with an 
annual ALL TIME BEST SELLER list. 

The list above is based on total sales for our 
'75 Fiscal Year which began tn April 75 and 
ended May, 1976. 

AVALON HILL 
ALL TIME BEST 
SELLER LIST 

Rank Title 

1. PANZERBLITZ 

2. BLITZKRIEG 

3. LUFTWAFFE 

4. OUTDOOR SURVIVAL 

5. BATTLE OF THE BULGE 

6. AFR1KA KORPS 

7. MIDWAY 

8. GETTYSBURG 

9. D-DAY 

10. FOOTBALL STRATEGY 
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AFRIKAKORPS 


Axis Commander: R, J. Beyma 
Allied Commander: D* S, Burdick 
Neutral Commentator: Thomas Hazlett 


1 his is the Jrd Series Replay published to date 
on A FR IK A KORPS. Norte has been free ofplayer 
error and perhaps that is as it should be. What is 
generalship if not taking advantage of an oppo¬ 
nent's mistakes? This game was interesting primari¬ 
ly because the loser thought he was robbed of 
victory by the luck of the die. Closer examination 
reveals that while certainly unfortunate in some 
areas, he did have good fortune in avoiding 
casualties in his early attacks. The question of 
whether his opponent urn “lucky" or that he was 
negligent in not taking extra precautions against the 
desperate options of an opponent pressed by the 
relentless tide of war is one which w e thought you 
would enjov answering yourself. 

Note that this game hym played by mail in 1975 
and as such uses the old CR T and supply tables — 
thus explaining the different percentages of events 
referred to by the players. The commentator. Tom 
Hazlett, is an acknowledged expert in AFR1KA 
KORPS, having won a competition similar to the 
AH CLASSIC 500 at the 1975 convention in 
Cincinnati His commentary appears in italics 
below. 

Opening Allied Comment: 

The primary Allied objective for the first stage 
(April June, 1941) of the upcoming campaign is to 
establish and maintain a defensive perimeter in the 
escarpment around Tobruch. This b an admittedly 
ambitious objective; the Germans may very well 
succeed in investing Tobruch, in that case I hope to 
make the Germans pay in casualties for their 
success. 

In addition to (he main goal of defending 
Tobruch 1 will endeavor to maintain control of the 
pass at K-34 and, of course, my Home Base. No 


offensive operations are planned at this time except 
that I may try to slip a DJ-6 behind German lines to 
harass his supply line. 

German supply is the key to this game. This early 
stage is especially critical. If my navy can sink two of 
the first three Axis supply ships Rommel will be in 
serious trouble. 

German April 15 Commentary — 

This is my standard opening move. The Italians 
isolate Rengazi, my Recce unit heads for the British 
Southern Flank, and the main units of the 21 si 
Panzer deploy inn threatening manner in the central 
desert. Trenta will anchor my southern flank at N- 
17 next turn and can participate in attacks on H-16 
and K-18 on Turn J. 

I will adopt a wait and see strategy early in the 
game while I gauge the British response and assess 
the supply situation. My units will always be ready 
to pounce on a British mistake that could lead to a 
major victory. 

Allied April 15, 1941 — 

I moved 7 31 Motor to N-19 to prevent 21/ 5 and 
21 104 fro m reac h i ng t he esca rp me nt bet wee n 0-21 
and S-24 next time. My opponent can get a 
surrounded 3-1 against 7 31 Motor but 1 doubt that 
he will use a supply and risk an exchange at this 
stage of the game. 

With 215 and 21 /104 out of the picture I should 
be able to use the 1-1-6's to counter the threat from 
the south. 21/3 can’t reach my Home Rase before 
June I by going through the desert because Rommel 
is too far away to contribute his bonus. 

April I Neui ra I Commentary— 

The pattern of the game is quickly established. 
The German player has a good basic know ledge of 



Al'RIt I?. IQ41 The itlusiraiion show* ihe fujj.1 position* at bath approaches loihe (Iciman* through ihc pji^ inthcrsir.arpmeiUYaiQ- 

sides after the opening move, The Hntish lake top honenrs for the uirn 2 [ , Though no iimck&are rmide the Allies have gamed ihe upper hand 

h\ occupying N-19 wilh 7 'JIM and thus denying ihe southern. in maneuver lor Ihe coming turn 


the game but his play in many instances indicates 
either he does not pay attention to, or is not aware 
of the subtleties of troop positioning. Here hefailed 
to garrison N-19 with 21 j 5. He will quickly discover 
that the Reece unit is almost useless as a solo threat 
in the south. The British properly rook advantage of 
this lapse, moving to N-19 and preventing a 
southern move by the rest of the 21st Division, 


German April 30 Commentary— 

Brescia and Savena isolate Benghazi and the 
2 28, G. dies at the end of the turn. The 21st Reece h 
harassing the British southern flank. The rest of the 
army deploys in from of the British escarpment line. 

A local attack on this line nexi turn is a possibility, j 
especially if I get another supply unit. 

Allied April 30, 1941- 

I he Avis move contained no surprises. The best 
Rommel can do now in the west is a 4 ! against a 2- 
2-6 or a 5-1 and 3-1 against 7A 1,2, This is why it 
was important to leave 2/2 S O. in Bengasi last lime 
so that two Italian units would have to stay hack on 
siege duty this turn. 

Pm glad that 21 3 moved to R-31 instead of to 
the escarpmeiil at R-29 r This way I only need (he 
three brigades of 4th Indian Division to keep 21,3 
away from Trobruch and off the escarpment on 
Row L. Since l won’t need a garrison at my Home 
Base until May !, I've sent Supply 42 south into the 
desert. 


April II Neutral Commentary— 

The Germans continue to position units poorly. 
Trent a should be several hexes north where it can 
reach the road and still threaten all the targets 
reachable from his present position. 21/J ignores a 
position on the escarpment, and the extra pressure r; 
would provide on the British line , 


German May 15 Commentary — 

I consider the 4-1 attack to be necessary to break 
the escarpment line. A D-back 2 won't be loo bad as 
it will leave the British 2-2-6 cut-off from Tobruch. 
The British player will be in a poor defensive 
position next turn unless he pulls back. 

Losing the supply unit w'as unfortunate. How¬ 
ever, il l get the expected two out of three in April 
and May 1 will be ok. 

The 21st Recce is simultaneously threatening J- 
27. J-34, and the British Home Base, Unless he takes 
positive steps this turn, I will capture his home bast; 
on June, 1941, 

Rommel did a little fancy footwork this turn. Ik 
went from C-9 to C-11, back to E-6, down to N-13, 
and then over to NM6, 


Allied May 15, 1941 — 

J was surprised that my opponent would risk ihe 
4-L especially with only two supply units on board. 
I le got the result he wanted, but at least his units are 
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APRIL JO, 1941—The German receive* supplies and advances them the end of the British move and Bologna which is holding down the 

across the central desert Not shown are Savena and Breccia which are German Home Base, Allied units not pictured are supply units at S-5^ 

completing the isolation of 2/2SG in Bengasi which ls eliminated at and J-44. 



somewhat out of position. My disposition exploits 
the fact that he caift bring 24 factors to attack 1-25. 
He can get a 3-1 against 22 Gds on 1-27, which is 
probably his best attack, but an exchange would 
hurl him. 

At first I had 41 /11 on J-33, but l finally decided 
il was better to keep 21 / 3 from going to 1-29. I also 
changed 7A/ 2 from S-24 to S-25 in order to prevent 
its being attacked from R23 while G-23 is attacked 
from H-23. Both those attacks could have been 
supplied from M-23, 

May I Neutral Commentary — 

The Germans must now pay the price of failing 
to outflank the British to the south. Any exchange 
possibility this early is a British victory , The 
Germans get aw ay with the attack, rolling a D-Elim, 
but it costs a supply, a commodity they wifi find to 
he all too precious in this game . 

Again the German misplaces units. The / 5th 
should he closer to the coast road, at JJ2, Why 
didn't 21 j 104 join in the advance after combat 9 

/ think 7A! 2 would he better off on S24. in spite 
of British comments to the contrary> He overesti¬ 
mates the possibility of an attack on G-23 from H-23 
only. S-24 lies up m o German units if an attempt is 
made to block it . 


German May 3(1 Commentary— 

IVe decided to take a calculated risk this turn in 
order to get a chance of taking Tobruch next lime. If 
I can get a D-Back 2 or an exchange on my I -2 (A 
40% chance) I can take the escarpment on 1-25. 
From there, with all but 4 factors of the British 
forces cut off, I can mount a good attack on 
Tobruch on the June, 1941 turn. 

If my attack doesn't succeed 1 will si ill be in a 
relatively good position wilh light losses. 1 should he 
able to complete the encirclement of Tobruch next 
turn. I've decided to go ahead and eliminate the 
pesky 7A/2 w hile I have the chance. Note that Hex 
H-23 was deliberately left open in case more than 
one British unit had to retreat from 1-25. 



MAY 3ll t 1V41 The German supplies arrive safely and move to K 1J 
which is not shown in the illustration. This allows the Germans a bold 
chance to cue oft Tobruch from reinforcement hut their f-2attack vs. 
$A, JQ results, in the climinaiion of Savena, 21/5, and 21 / 1 04 secure & 
DR2 (G-23) in their 5-1 vs, 7A/1 „ as does Ariel? and Pavia vs. 41/ 7 at 
2-1 (H-22). The 15th Division eliminates 7A/2 in an AV. All four 
attacks are supplied by Supply #1 The British, relieved by ihetr near 
brush with disaster, fall back upon Tobruch. 


MA Y 15, I¥4J - The Germans; attack and eliminate 7/3FM in a 4-1 
with 21/5 advancing alter combat to K-18 Supply ft2 is used to 
sustain the attack. The British fall back on Tobruch in their turn, 

Allied May 31, 1941 — 

1 made an error last time which, fortunately, 
worked out w r ell for me. His attacks were w r ell 
conceived. He had a 40% chance of clearing 9 A/20 
from 1-25 so that Ariete and possibly Pavia could 
advance to that hex. That would have prevented my 
units on G-23 from getting back to Tobruch ihis 
turn. As il happened, the loss of Savena was not 
w r orth the slight gain in position. Nevertheless, I 
should have placed 2/3 by itself on 1-25 last time. 

The elimination of Savena accomplishes my 
objective of causing Axis casualties before Tobruch 
is pm under siege. There should be more to come. 
Hell have to make at least one more soak-off in 
order to besiege Tobruch. In fact, his best chance 
may be to take the soak-off against 1-27 next time in 


sending 41/5 oul to sen Co deal wilh [he threat to their Home Base 
posed by 2 1 / 3, Units not shown are British supply unit* at J-62 and X- 
53. 

order to hit 2/3 at 3-1 surrounded- If he doesn’t 
attack 2/3, my defensive tine will be stronger next 
time. 

MAY 11 NEUTRAL COMMENTARY- 

The British player made his first major error, 
leaving the 4-4-7 on G-23. where it could be cut off 
The Germans made a good attack ♦ If their 1 -2 had 
succeeded, they would have been guaranteed a J-/ 
on Tobruch next turn . 

German J uric 15 Commentary — 

1 was most disappointed wilh the results of my 
attacks Iasi turn. 1 seemed to have lost all of them, 

I o make matters worse, 1 lost another supply unit 
on a 30% chance. 
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Fortunately, my opponent made a serious 
miscalculation, Using Rommel and getting an A. V. 
on POL enabled niv supply unit to reach 1-24. I his 
enabled me to roll over 41/7 and surround the 
British Units on 1-27. They will be automatically 
eliminated on his turn. 

At this point I have bottled up the British in 
Tobruch and have destroyed the British Forces 
outside, I will have several turns now to assess the 
supply situation and to decide whether to drive into 
Egypt or assault Tobruch. 



JUNE 15. 194F Despite (he loss of their supply ship the Germans 
pull off a msjarcoup. 2 J ,• 5 A V's 41/7 at 7-1, allowing 21 / 3 to reach H- 
28 via the back door of the Sal urn pass. Ancle and Trento eliminate 
7A, 1 t at 3-1. while Brescia survives its soak-off vs, 2/3 n\ 1-4, Pavia 
survives the necessary 1-4 souk-off vs. 9A/20and 22 CDS, I his leaves 
them adiaccni to Ariete and Trenta without supply or ret real, forcing 
their elimination. 15 M 5 advances to G-23 after eliminating the Poles 
at 5-1 surrounded. The 41, 1 11 survives the 5-i by 15/33 and 21.104, 
and retreats to N-31 from where it moves in the British turn to block 
the &a!um pats. British units not shown include?/7SGat 1-46,4! 23, 
.1-47.7/45 AM & Supply #3 M7, Supply ttl X-54, Supply f?4 J-62, and 
7, 7 in restive* 

Allied June 15* 1941 — 

Ouch! 1 didn't think his supply unit could get 
past Row 23. That whs a costly oversight. Then, to 
top it off be comes unscathed through two 1-4 soak- 
offs and a 3-1. 1 suppose I deserved those battle 
results though for my blunder. 

The thing to do now' is gel over the shock and 
take stock of my assets. There are some positive 
aspects to my situation, 1) 2/3 is still alive to defend 
Tobruch. 2) Rommel has no supplies on the board 
(although he is in no real danger of losing his army 
through isolation as Jong as he can trace a supply 
path to his Home Base as it is unlikely I'll keep 
sinking supplies. 3)41/ 1 1 has survived fora while. 4) 
Savena has been eliminated. H 1 can hang in there 
and get a break or two* I might still pull this game 
out. 

The only real decision required this time was 
where to send 41/11. That unit can't escape being 
surrounded next time no matter where it goes. I 
decided it was better to block the pass at K-34 than 
to send 41 11 south into the desert. 

June I Neutral Commentary — 

The British made a costly miscalculation. 
Failure to see the automatic victory cost them 2-2- 
6's at no cost to the Germans, who now have a very 
favorable kill ratio. 

German June 30 Commentary— 

It's too bad that I didn’t win my 60% 5-1 against 
41 11, That would have meant no w loose ends” to tie 
up. By the way, 41/11 was purposely retreated the 
way it was* I would rather have it where it is, w here I 
can easily isolate it, than running around in the 
desert with a supply unit. (Note that we’re playing 
with the rule interpretation that a captured supply 
unit cannot be used to sustain the attack that 


JUNE SO* 1941 f lie German supplies arrive but are too far west to 
do them any immediate good , . . they must settle for a westward 
penetration and isolaiion of 41 II at Salum. The Briiish take 
advantage of the respite offered by the German lack of supply to 

captures it). Also, I’m not going anyw here anyway 
until my supply unit arrives* By that time 41/11 will 
be dead. 

Strategically speaking* 1 intend to drive on the 
British Home Base if I get a reasonable amount of 
su pply units, Mathematically spea k mg the Germa ns 
should get supplies 4 out of the 1st 6 turns. I’m due 
one next turn. On the next couple of turns 1 intend to 
drive East in the desert, 1 want to**seal in” the rest of 
his units, especially the 1-1-12 1 anticipate a delay 
unit on J-37, Hopefully, 1 will be able to outflank 
and isolate this unit, i anticipate having (4) +2 
attacks against the British forces before November. 
I should be able to get close and inflict more 
casualties. Another serious mistake on his part 
could end the game. If he overlooks Tobruch 1 may 
be able to sneak back and lake it. In any event* w r ith 
decent supplies, J should be in pretty good shape 
come November. 

Allied June 30* 1941 — 

From his disposition this time 3 can tell that 
Rommel is not planning to attack Tobruch next 
turn. Therefore* as a psychological ploy I am leaving 
him a 40% chance to capture Tobruch by attacking 
one of my 4-4-7's at l-2followed by a 3-1 against the 
other. My prediction is that he will be tempted* but 
reject the attack as not worth the risk. 

My ploy has two objectives* both psychological 
in nature. First. I hope to divert his attention 
temporarily from the drive against my Home Base. 
Second, he may feel that I overlooked the potential 
(1-2) & (3-1) assault on Tobruch and consequently 
underestimate my playing ability. Certainly* my 
play so far has not been the son to inspire respect for 
my competence. 11 I can lull him into a feeling of 
overconfidence, it could pay off for me later in the 
game. 

My disposition is designed to keep him from 
reaching the escarpment too far east, fm too weak 
to try to establish a position further west by 
occupying both J-37 and K-38. 


June II Neutral Commentary— 

The Germans did all they could without 
supplies. I don't understand the British comments 
about Tobruch. The benefit of leaving the 3-3-7 in 
reserve escapes me. It is inconsistent with his policy 
of causing German casualties, as even should the 1-2 
fail it is a cheap soak-off compared to the one 
necessary if a 3-3-7 were present. Any psychological 
advantage will he of little value if he loses Tobruch. 

German July 15 Commentary — 

I’m getting a bit fed up with losing supply units. 
So far I've managed to get only three out of an 
expected 4,7 supply units. If I can just get The 


defend the coastal road approaches with their scant forces. Units not 
show n indude i he 7/7sliII in reserve, t hrec Allied supptics at W-55, K- 
59, and J-62; Rommel K-ll. and German supply at J-J2, 


expected number of supplies I can work the British 
over pretty good by November. 

41/11 will be eliminated at the end of the British 
turn. I will isolate 41/23 next turn if its the only unit 
that 1 can attack. 


Allied July 15* 1941- 

I was right about his not going for the Tobruch 
attack this time. I wonder if he was templed. At any 
rate I’m not going to give him another chance at it. 

It’s not clear at this point whether he will attempt 
to storm Tobruch or continue the drive on 
Alexandria, If he goes for Tobruch and gels an 
exchange plus an AElim on a soak-off, then he'll be 
down to 24 factors while I still have a 4-4-7. 

My guess though is that he w ill try to lake my 
Home Base. If so* it would be nice If he continues to 
besiege Tobruch with only the twx> Italian divisions. 
If the opportunity presents itself* l may try to break 
out of Tobruch. In the meantime I want to establish 
a pattern of leaving units in reserve until they arc 
needed, i’ll need to use my August reinforcements 
w hen and if [ try the Tobruch breakout* and I don’t 
want to alarm my opponent if l leave those units in 
reserve for a turn or two. 


July I Neutral Commentary — 

The German supply situation is not good 
Although his expectation to this point is 4.0. not 4J , 

/ agree that his receiving only 3 supplies has been a 
major factor. The supply used on May / would haw 
been very useful the last two turns * 

Why did the German pass up the Tobruch 
attack? He was willing to take a 40% chance on May 
II. A t this point their lack of supplies makes a 
successful eastern push unlikely. The attack on 
Tobruch is a great opportunity. 

The British withdrawal was wise, It is generally 
better to withdraw to a narrow front and conserve 
strength, rather than attempting to delay in the 
desert with the whole army , The Germans wilt 
probably not waste a supply to kill 41/23. 

German July 31) Commentary — 

I had expected 41/23 to remain on K-51 and M- 
51. that would have slowed me dow n and forced me 
to isolate 41/23, I guess my British opponent is 
attempting to conserve units. 

I could have gotten both 41 /23 and 7/7S,G, this 
turn but 1 think my supply unit is worth more than 2 
factors at this point. 

Next turn l can advance up to the British El 
Ala mein Line and isolate 41/23. If it retreats or the 
British advance J can launch a good attack. 

Given average luck* I can expect 2 more supply 
units by the end of September, Supply units entering 
in Oct ober can not reach the El Alamein front before 
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Check out the big games from Sports Illustrated! 


Avalon Hill proudly 
announces the addition 
of a fine line of statistical 
simulation replaygames 

Superstar Baseball! 

The exciting new game at strategy and tactics that lets you manage 96 at the 
greatest ballplayers of ail time! 

You call all the shots for stars like Mays and Maltiewson, Clemente and Cobb, 
Aaron. Roth. Koufax. Speaker, Seaver and more. We've "scouted" the stars by 
computer analyzing official game by game records of their careers And we ve 
converted this information into easy-to-use Player Performance Cards lhat let you 
make all the moves - in the "front office" and right down on the field You put 
your own team together, set your lineup and batting order call for the bunt, 
pmch'hil. steal, go for the extra base on a hit, send your starter to the showers 
and signal for your ace reliever. You can even trade players, bring up replace¬ 
ments. or select your own AL and ML All Star teams and play them against 
each other to see which league really is the best! S 10.00 


Paydirt! 

This tasl-paced game lets you be the quarterback of your favorite pro teams! 

SI has taken the actual play’ by - play records of each of the 26 pro teams over 
a full season, computer analyzed them to determine each team s strengths and 
weaknesses, and converted all this information into Play’Action Team Charts 
Your ability to get the most out of each team — with a solid Game Plan, 
tough defense, heads-up play calling, and ‘the breaks will determine 
whether you walk away from the field a winner or a loser. Check out PAYDIRT' 
at yo u r favorite store today! $ 10.00 


Bowl Bound! 

Share in all the excitement, tradition and intense rivalry of college football as 
you coach and quarterback 32 lop lea ms of recent years Imagine the dream 
games you can play: Noire Dame's great '66 squad against Michigan State 
'66 in a replay of "The Game of the Decade." their controversial 10-10 lie 
Oklahoma vs. Nebraska. Texas vs. Arkansas. Yale-Oartmouth. You name it 1 
BOWL BOUND 1 is based on a complete analysis of every play run by each 
ot the 32 teams in their best year since 1960 ll uses the same Play/Achon 
system created for PAYDIRT 1 And its every bit as realistic and exciting* Be 
part ol all the spirited college grid achon-gel BOWL BOUND’ 


Remember, all these super-realistic Sports Illustrated games 
are available at fine stores that carry Avalon Hill products. 


Add shipping charges of $ 1,00 game or postage coupon 


Maryland residents add 4% State Sales Tax. 


Go lor the Green! 

Sports Illustrated has selected 18 great holes frpm such super courses as 
Merton, BallusroL Winged Foot, Augusta and Pebble Beach-and turned 
them into a golfer's dream course your whole family will enjoy playing! 

The colorful course layout accurately depicts each great hole to scale - 
Ihe tees, fairways, roughs, traps, trees, waler hazards, greens, everything 
The game s easy to-play system lets you face every golf situation imaginable 
as you drive pitch, chip and putt your way around this challenging course 
From tee to green you make all the decisions You line up each shot, check 
your distance, figure how much club you'll need, then 'let it fly!" Golfer or 
non-golfer, you'll enjoy all the super-realistic action So go right for your 
favorite store —and get GO FOR THE GREEN* Right away 1 £10.00 

Track Meet! 

U s like 10 games m one! You pit seven ot the world s greatest athletes 
(each an outstanding Olympic competitor or former World Record holder) 
against each other in the grueling Decathlon From the USA Bill Tourney. 
Rater Johnson, Bob Mathias, Milt Campbell and the legendary Jim Thorpe, 
from Russia Vasiley Kuznetsov: from Taiwan-CK Yang 
You assess Ihe strenglhs and weaknesses of each athlete and devise a 
strategy tor winning Should you play it sate in a particular event or go for 
the world record 7 Victory or defeal depends on you! £10,00 


Attention Retailers: 

If you would like Io carry 
Sports Illustrated Games, 
please contact 

Thomas Shaw 
Avalon Hill 
45T7 Harford Rd. 
Baltimore, MD 21214 
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READER BUYER’S GUIDE 


jtlTIE; STARSHIP TROOPERS SI0.00 j 
'Tactical Science Fiction based on Robert; 
j Heinlein’s novel of the same name 

j 

! IINSTRUCTIONS; Rare ill categories by placing a 
J number ranging From t through 9 In ih* ap- 
S propriaie spaces to the right |1 equating excel- 
J lent; 5 average; and 9-ternble). EXCEPTION; 

! Rate item No. 10 in terms of minutes necessary 
! to play garra as recorded in 10-minute mere- 
I m-ents, EXAMPLE; It you've found that It takes 
| two and a half hours |p play FRANCE 1940, you 
j 'ivould give it a GAME LENGTH rating of "15." 

| Participate in these review? only if you are 
| familiar with the game In question. 


Physical Quality 

Mapbaafd 

Components 

Ease ot Understanding 

Completeness of Rules 

Flay Balance 

Realism 

Excitement Level 
Overall Value 
Game Length 


The review sheet may be cut out, photocopied, 
or merely drawn on a -separate sheet of paper. 
Mail It to our 4517 Harford Road address with 
your contest entry or opponents wanted ad, Mark 
such correspondence to the attention of the R & 

D Department. 

Same to be reviewed ml: _ 


i. M* M 

j$ mw>, ; 

viii. I55Kj£Sk\V: 

\§!?W iU: 


1 



Opponent Wanted 


t. Wanted* wfll he accepted only when printed on fM* form. 

-- Imt Suit. Trade. or Wuri red-n>l!uy ;ujt will he iii^erlrd uuly when I hey qre tlciihne with tullfldtur't Uwn* (games 
nuLinprr avtUehk t'rurn Alt! and jk jceompaRieti hy a lukcJi LSi: lee. 

J. Inuvl eupy where required un ILiwi pruviJed jihJ prinl name, addiftw. rind jilinrit number wheie prirvided. 

A, Nealncs*cfiuats:if illegible your ad will not he jLvt'epred. 

S. Ad% will he a^siepltd duty 4m funns frimi I In' preeedmtj imie uxcipt irl chti'ie e ait's where nn Opfwnu-itiVWarned 
Jorm uppeured h tire preec-djng nuie, 

n. Su Lliai as ninny ads van he printed us possible wnhm mu I Lin I red spate, we itiiuttl v mi use M« follow nig 
jhhreviuEmns m wordlngyrruT ad. Likewise with Slute jhhrevulioriv 

Alrlkj Ksirps = AX. Alesundei ihe Ure.il = Ales;, An/ju, Rj.tebnll Slrulajiy = 3113 Si, Rank u[‘ the RtiSjte = |1R. 
ItuskeLhull Slruiept = tSK St, LUiir. D-Day = HD; Foothalt Snakgy = FT Sr. hruike. MU'l = I R'4h, Fjeeli>FaL< 
1 | ; TF Ccttyihuig * l.ell; Liuduk^iial = (luud. JulLund = JLU , knegspiel = Krlrg; Lu t twalYc ■ Uift.MuJwaii - 
Mid. I'M4, firijjlns ot WWII = OHIO: Outdoor Survival = OiiL; fkrutrblir/ ® PAN; lAilV-tr Lemki = Pan l d, 
Plnv-hy-Mall * PRM; Pby-hy-Phone * PBT RkliihufciA War = RW. 17Tn, Sialiiigract = 'fluid, fault*!! = TAk . 
Third Reich - JR. Wjlefluo = Wal. 


Name____ f _ 

Address_City_ 

State ___ /ip Phone 


CONTEST NO. 75 

A knowledge of probability is one of the paramount weapons in any 
wurgamefs arsenal and few games lend themselves better to pure 
probability study than WAR AT SEA. Below we list 10 questions dealing 
with probability in WAR AT SEA. Answer them by circling the correct 
choice or writing the answer in the provided space. The ten winning entries 
will receive certificates redeemable for free AH merchandise. To he valid an 
entry must be received prior to the mailing of the next GENERAL and 
include a numerical rating for the issue as a whole as well as list the best 3 
articles. The solution will be announced in the next issue and the winners in 
Vol, 14, No, J, 

In the following ship vs. ship battles, which ship has the best chance to 
end the turn still at sea? If both ships’ chances are about equal i.e.. within 
2% of each other rate the battle a draw. 


Grieiunau 

OR 

Howe 

3 5 7 

4 5 6 




AtJtnirAl Sc hoar 


Renown 

J 

OR 


2 2 5 


3 3 6 




A British 1-1-7 is determined to stand and light it out. Which German 
ship should it fire on first (Lc M which German ship is most dangerous to the 


3 5 7 


4. 


2 2 5 


OR 


OR 



4 

BUmarc 

4 9 

6 




3 

Gneis^nai 


3 5 7 



5. Assume the Bismarck (4-9-6) is fighting the Washington (5-5-4), 
What’s the largest number of damage points Lhe Bismarck can have at the 
start of the battle and still have a better probability of ending the turn at sea? 


6 . How many ASW points does the Allied player have to put in a sea 
zone to have a 50% chance of disabling and or eliminating all 7 U-boats in 
one battle? 


7. How many ASW points does the Allied player’have to put in a sea 
zone to have a 50% chance of disabling and or eliminating 5 U-boats in one 
battle? 

8 . Three 1-1-7 cruisers are lighting the Bismarck (4-9-6). Which side 
has the better chance of controlling the sea zone? 

British _ 

Germans -_ 

9. Two 1-1-7 cruisers are fighting the Scharnhorst (3-5-7). Which side 
has the best chance of controlling the sea zone? 

British _ 

Germans __ 

I0 + What is the probability that all 3 Allied convoys will get to Russia, 
assuming maximum Axis air attacks in the Barents Sea hut no U-Boat or 
surface attacks? 


JSSl'E AS A WHOLE-, . (Ratcfroml la IfJ, wilh S equating cxccllcrii, 10= terrible) 

Bm 1 Apticln 

-- NAME _ _ _ 

2- --- ADDRESS 

^--- CITY. ___STATE^_ZIP_ 
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JULY .10* 1941 The German supplies were *unkcnthe July IS move 
su the German contented himself with eliminating 41/11 by iso tat ion. 
The Bni ish felt back to El A Lutein leaving 41 23 as a rearguard at K- 
45, and reinforce Tobruch with 7/7. 

Keinforced by the arrival of their 2nd Supply unit the German* 

the British November troops arrive. That should 
give me a preiiv good assault on the British H.B. 

M y del end mg t roops at Tobruch are so arranged 
as to prevent the British from “sneaking" units out 
at 1-3, Also, the best odds the British can get is 2-1, 
which J'm willing to give. 

The B rit is h pla ye r co u I d c o n eei va b ly c apt u re m y 
supply unit on L-45* This would, however, involved 
1 -6 soakoff with 5 factors, I deem the supply unit to 
be worth the expected British losses. It would belike 
using my supply unit to get a 6-1 against 5 of his 
factors. 


Allied July 31, 1941- 

My opponent continues to use just Brescia and 
Pavia to cover Tobruch. Pm thinking seriously 
about trying the breakout from Tobruch next turn. 

My 41/23 on J-45 prevents him from hitting me 
very hard before August 11. 


July II Neutral Commentary — 

There is nothing worth attacking, so the 
Germans merely continue their advance. The 
German comments about a 2-1 out o f Tobruch will 
come hack to haunt him . When one has an 
advantage in a game he should expect his opponent 
to do things he would not consider were the game 
even. 


move cast an July 30ih, Pavia and Brescia remain ui H-24and 11-26 to 
contain Tobruch. I he British leave 9A/ IS m reserve continuing 
their psychological ploy of lulling ihe German into ignoring the 
missing unit. IJ British factor* and a supply now occupy Tobruch. 
The stage is set for the big gamble. 

German August 15 Commentary— 

I am moving and recording this move prior to 
checking to see if l get supplies. It won’t make any 
difference in my move. 41/23 is not worth a supply 
unit. Besides, I can only attack one l ime in August 
anyway. So, 1 will isolate 41/23. Note that I, m 
effect, have a double isolation because of my 
advanced Panzers. Next turn I should be able to gel 
in a good attack. With 2 or 3 additional supply units, 

1 can raise some hell before November, There’s a 
25% chance ihai I may lose a supply unit in the next 

2 turns because of having 3 on the board. But having 

3 on the board in August isn’t all that bad. Having a 
50% chance of killing 3-5 factors is better than a 
100% chance of killing a factor that you can isolate 
anyway. 

Allied August 15, 1941 — 

Well, the time has come to bite the bullet and 
take the bull by the horns. If I get an “AFIjm” or an 
“A hack 2" in my 2-1, I’m a goner. On the other hand 
I should win if I get a “DElmir' "D back 2” or 
“Exchange", A '* X A AElim" would permit me to 
hang on for a while, but I would probably lose 
eventually, 

August I Neutral Commentary— 

The British arrack had to he made, hut / question 
whether it was necessary so early , The situation 


could change. The Germans may get a siring of 
OB2\ or fail to receive a supply in September. 
Either one of these events would make capture of 
the Home Base unlikely, as the Germans will need at 
least 4 attacks to break through the double lines of 
Ti-6 ‘s along a narro w Jr on t . Th e 2-1 wo u Id s t i U he 
there in September or October and may not have to 
he made at all if the situation changes. 


German August 31) Commentary— 

T he British player made a risky attack and got 
away with it. His 2-1 out of Tobruch put the whole 
game on one die roll I feel that he attempted to win 
with luck what he couldn’t otherwise win. 

The only chance fora real victory was a D-Elim 
and He got it. An A-Elim or A-Baek 2 and 1 win 
immediately. I feel as though 1 could still have a 
good chance of winning with a D-Back 2 or Exch 
result. 

The 2-1 has changed the entire complexion of 
this game. The British player has a good chance of 
driving on my home base and cutting off the Afrika 
Korps. I must now attempt to extricate my army 
and fight a long war against difficult odds. 


Allied August 30, 1941 — 

My opponent complained loudly about my good 
luck. That doesn’t bother me though, because that’s 
loser talk. While he's demoralized. Pm going to try 
to deliver a knockout blow. 

He made a nice move, almost, in an effort to get 
his Supply #3 out to his main force in the east. My 
attack will prevent this, however, because his 15/33 
will not be able to join forces with Supply #3 next 
time even if it survives my attack. He should have 
put 15/33 on P-37 and moved Supply 43 to T-2L 

My attack leaves me exposed, but he can’t 
exploit it without using his Supply 42. I hat would 
leave his main force out on a limb and subjccl to 
eventual isolation. 

At first I had 2SA/7 on N-I7 h but changed it to 
hMK. Now, if he sends his Supply 43 to T-28 or U- 
29, 1 can capture it and still reach W-29 to block ihe 
southern route, 1 feel that option is worth more than 
the threat to reach the coast road south of Bengasi. 

August 11 Neutral Commentary — 

The Germans had to move back to Tobruch hut 
sloppy placement cost them dearly. 15/33 could 
have made it clear to T-36 with Rommel, assuring 
him a next turn link-up with Supply 4 3. Even a one 
hex adjustment w ould have put him beyond attack 
range, a fatal error as it turns our. As for Supply 43 
/ cannot understand why it moved only 9 squares. 


A l! € UST i 5, 1941 t he G e r man by passed 41 / 23 a nd left it isolated 
while [hey move eastward on the British HR. This advance leaves 
Them further in the hole winch is aboui to he created by the British 


attack out of Tobruch, 70/2J soaks-off against Brescia at 1-6 and is 
eliminated but Pavla is eliminated in a 2-t by 2/3.9A/18, 7/4, 51/9, 
10 vrilh 9A/ J 8, and If 4 advancing into li-26. The hulk of the German 


supply is now cm off from the main Axis forces and prcscnily lies out 
of rhe illustration at G-22 and K-l t. The British player continues his 
practice of keeping a unit in reserve by leaving 5ly 29 off the board. 
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if the 7/4 survives it will be eliminated on the British 
turn. This is made possible by putting supply units 
on T-20 and W-30. The British Recce unit can only 
capture one or the other —not both. I can use the 
other to kilt the Recce unit and withdraw my Army, 
Either the British Player made a dumb move or luck 
saved him again. The luck of the die is winning this 
game for the British Player, There is not enough 
rolls in this game for luck to "’even out". 

Allied September 15, 1941 — 

My assumption last turn that Rommel could not 
afford to attack my exposed units was too hastily 
made. My intelligence informs me that Rommel has 
drawn up attack plans, but scrapped them when his 
supply ship was sunk. Upon reflection ii appears 
that he might have gotten away with it. J should 
have sent 7/4$A Motor to N34and left 7/7S.G. on 
H-25 to protect Tobruch. 

For his part I believe that Rommel erred in 
allowing me to capture his supply on W-30, Even 
though he can annihilate my Recce unit now, it will 
cost him another supply unit to do so. Two supply 
units for one Recce is a good bargain for me, 

September I Neutral Commentary— 

Although the game continued well into IV42. we 
wilt drop it after September f because it is here that 
the Germans missed their last real chance to stay in 
the game. 

It certainly would have hem easier on the 
Germans had they received another supply hut the 
attack should have been made anyway. Both players 
have overestimated the ability of one Recce unit to 
block the entire southern half of the hoard. A link 
up with supply would he difficult, hut possible. It 
should have retreated this turn while the German 
Recce units race west and the rest of the Germans 
wipe out the British armor. The Recce units would 
have been in a position to link up with the Home 
Rase before British reinforcements could arrive in 
the southern desert. 

The opportunity of killing two armor units at the 
cost of a 1-2 soak-off does not occur often and 
cannot he passed up. It was the last real chance the 
Germans had to stay in the game. Instead of killing 
the armor with one supply unit and retreating the 
other out of danger he sacrificed one to the Recce 
unit and used the other to kill it on Sept. II, This 2 
supply for l unit exchange was the death knell of the 
German effort. 

He managed to link his army up with his Home 
Base without further opposition but received only 1 
supply in the next 4 turns. By the time he had 
supplies the British were dug in along a line from C- 
7 to S~24, 

After several turns of sitting in an attempt to 
draw the British into the open, the Germans finally 
attacked on January II and got an exchange against 
a 3-3*7 on A -IS. A British counterattack killed a 7-7- 
10 in an exchange and 2 turns later a 2-1 against a 4- 
4-7 on G-23 resulted in an A-Elim. as the last 
desperate German offensive failed to even reach 
Tobruch , 

In his final comments the German decried the 
2*1 out of Tobruch as the crucial battle. There is no 
doubt that ii was. psychologically. From that point 
on, the German play deteriorated , Militarily there 
were several other crucial battles. There was the 40% 
chance to take Tobruch that faded , and another 
40% chance that was passed up. Finally, there was 
the failure to kill the British armor, which later 
anchored such a strong defense that the Germans 
never even reached Tobruch for that hoped for I*!, 
The German supply rolls were poor hut they faded 
to use what they had to maximum advantage , 


SEPTEMBER 15, t94l The German supplin arc sunk again but 
the initiative now litfs entirely with the British. 2SA/7 captures the 
German Supply Unit #3 on W-30 mid destroys ii prior to retreating 
hack to W-29. This bit of thievery was all made possible by the 
foresight of the Allied 3-1 attack on 15/33 last turn. To the northwest 
the British are threatening Brescia which will have to withdraw next 


turn or be isolated Even the British 1st supply takes rn in the 
embarrassment of the Germans by moving to S-1 Mo slow down the 
Germans last supply. With only one supply in hand and out off from 
his source of future supply the Germ an finds himself cm the horns of a 
dilemma isolation if he does attack and inactivity if he doesn't. 


AUGUST 3U, 1941—The British breakout of Tobruch forces the 
Germans to Bee westward, abandoning their encirclement of 41/23 
and forcing them to use a vital supply to AV it at .1-45 with 15, H. I he 
British make good use of sea movement to land the bulk of their forces 


in Tobruch and fan out into the desert to block the German retreat. 
2SA ;7 is sent into the desert to track the Germans’ Supply #3 which, 
in connection with the 3- L cm 15/ 33 by 7/ 7 and 2; 4 makes the German 
supply situation a very tricky predicament. 


The British attack probably should not have 
been made, as it left his armor exposed, hut against 
this German it proved to be a winning move. 

German September, 1941 Commentary— 

Although the British player did not make any 
major blunders l think he made a weak move. He 


has his Recce unit after my supply line and 
prevented Recce 15 from linking up with Supply 3. 
However, his Reece unit cannot threaten my home 
base next turn. He has exposed 8 factors (7/4, 7/7, 
41/5} in the desert. Had / gotten a supply unit 1 
could have gotten a 7-1 against41/5, 5- I surrounded 
against 7/7, and a 1-2 surrounded against 7/4. Even 
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RULES EXPANSION FOR 

by Mick Uhl 


W.S.&I.M. 


Much more material was available for inclusion 
in WOODEN SHIPS AND IRON MEN than 
actually made it within the material limits imposed 
by economics. Rather than omit it entirely from the 
game, provisions for their eventual utilization were 
included in the design of the components with the 
fore-knowledge that fhev would be published in the 
GENERAL 

A new scenario is included below which utilizes 
these rules in recreating the British land and naval 
operations in clearing the Delaware River after the 
fall of Philadelphia. 

BOMB-KETCHES: 

As already noted, one of the counters included 
with the game is an overview of a bomb-ketch. 




As these vessels were used to reduce forts and 
other land structures, they must be used in 
conjunction with amphibious operations (to be 
detailed later). 

Bomb-ketches as a general definition were ships 
which carried mortars, Le<, guns which fired 
explosive shells on a high trajectory in order to hit 
objects behind breastworks or walls. Bomb-ketches 
were not very effective nor were they ever designed 
to do battle with other warships. Their main 
function was to reduce the defensive capability of 
forts and/or entrenchments so that amphibious 
units could land and capture the position, 

3. There are three types of bomb-ketches (more 
accurately termed bombs) which are available in the 
game. 

Single Mortar 


Two Mortars 

Mortar Vessels 

Note that the Two Mortar bombs were superior 
to the other two vessels in every respect. This should 
not limit the players to using this model exclusively. 
Mortar vessels were used during the French 
Revolutionary Wars and were not popular which 
soon led to their abandonment. 

These ships also carried regular cannon as welt 
as mortar(s). 

2. Bombs may only fire their mortars while 
anchored. 

3 . the line of fire for the mortars may never be 
blocked. They fired over, not through, obstacles. 

4. Fire with broadside guns is normal. These 
guns may not be loaded or fired during the same 
turn That the mortar(s) are loaded or fired. 

5. For the single mortar bombs, a mortar's field 
of fire is 270° (bow field) which encompasses both 
left and right broadside fields and the field between 
the two toward the bow. I n other words you may not 
fire through the stern. For the two mortar bombs 
the second mortar may fire in either the left or right 
broadside but may not fire across the bow or siern. 

6 . It lakes four turns to load mortar(s) (not 
necessarily in sequence). This is noted in the load 
section by marking M in the R section for the bow 
(270° field of fire) mortar and in the L. section for the 
second mortar of the two mortar bombs. 



7, The players filling out the log for bombs 
should mark off the mortar's hit boxes in the 
carronade section, 

H. Mortars may only be fired at fixed targets on 
shore or at motionless ships (i.e., anchored or 
aground), noi at ships drifting, no matter how 
slowly. They have a maximum range of 10 hexes. 

9. Mortars use a separate entry in the HDT. 
See chart below 

10. All hits scored by mortars are tripled. Only 
the Hull Hii Tables are used. Each mortar is fired 
separately and may be fired at the same or different 
targets. Mortars may not fire at targets at less than 
three hex range. 


FORTS AND FORTIFICATIONS: 

Naturally, these will be placed on hexes 
designated as land. Forts were used to protect 


Name 

Class 

Hull 

Qua!. 

Crew 

Section 

Guns 

L R 

Mortar 

B 2 

f 

Depth 

H 

Point 

Vales® 

Singh: Mor tar 

B 

3 

Av* 

1 1 l 

1 1 

1 - 

4 4 4 — 

8 

7 

Two Mortars 

B 

4 

Av* 

1 1 1 

■■■ 

1 1 

444- 

3 

9 

Mortar Vessels 

6 

2 

Av * 

1 1 1 

— — 

1 

444 - 

6 

6 




* or 

your choice 
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waterways and the commerce and ports associated 
with them from naval and/or amphibious inva¬ 
sions. Forts had the advantages of thick walls and 
sturdy gun platforms which could hold higher 
calibre weapons as well as large numbers of 
defenders. Their drawback was that they were a 
fixed and often isolated target. 

I, No counters have been provided for forts, so 
you must make your own. 

a. Remembering the dimension of a hex as 100 
yards in diameter, forts may be as small as one 
counter or several formed to pattern the outer walls 
of the forts, 

b. Forts were designed in many polygonal 
shapes, so as a general representation of these 
varieties and to fit within the geometric pattern of 
the game, a hexagon can be used as the basic shape 
of a single counter fort. This also greatly facilitates 
field of fire determination. The example below of a 
fort labels each side so as to identify the number of 
guns per wall. 



c, For multi-counter forts or fortifications, the 
walls of the forts may be drawn to correspond to the 
hex sides of the counter forming the wall. 

2, The field of fire for each wall is shown below. 
Note that these fields overlap. At points where they 
do, the guns of two or more walls may fire together 
at one massed battery. 



3. Adaptions to the log must be made to include 
new information and to remove irrelevant sections. 

a. For loading more than two sides of the fort, 
add columns to the moves section and label them 
each to a corresponding side of a fort, 

b. In the time scale of the game, the effects of 
bombardment on a fort's walls would be too small 
to damage its performance. The hull section on a 
fort's log wilt be ignored. Only gun and crew hits are 


recorded. Crews will be divided into three sections 
as normal. Guns are divided into sections for each 
side of the fort, The ext ra sections may be recorded 
in the rigging section of the log, 

c. Gun specifications are determined by the 
players in any manner desired. Bach side of the fort 
need not have the same number of guns as any other, 

d. The number of crew squares allotted is a 
direct proportion to the number of gun squares 
allocated. The ratio is 6/ 5 crew square for each gun 
square rounded up. Crew squares are distributed to 
the crew sections as evenly as possible with the 
lowest number sections having the highest priority. 
Additional crew squares as garrison units may also 
be added. But they must be placed in a separate 
section and may fire guns as poor crews only. 

4. All sides of a fort may be loaded and fired 
during the same turn, 

5. Guns in forts or fortifications fire at a *2 Hit 
Table modification for 1-6 gun squares, and +3 for 
7+ gun squares. This is doubled if the advanced 
game b used. 

6 , Mortars may also fire from a Ton, Land 
based mortars take just three turns to load and have 
a +2 hit table modification when firing. They have a 
Tull 360° field of fire, 

7, A maximum of 6 gun squares (excluding 
mortars) per fort wall should be allocated, though 
this is up to a player's discretion. 


FLOATING BATTERIES; 

These were large rafts sturdily built with 
protective walls and housing large guns to break 
down land fortification defenses. They are used 
exactly like forts with the following exceptions: 

L Use a counter exactly as the type designed for 
single hex forts, 

2, They have no movement of their own but are 
lowed into place by another ship For lowing 
purposes they are treated as first class ships of the 
line. 

3, These batteries must be anchored. If they are 
forced to up anchor or break anchor they drift in the 
same manner as a first class S.O.L. 

4, They are set up in the same manner as forts. 
In other words they have no hull squares therefore 
they may not be sunk They may be grappled and 
boarded. 


SHIPS BOATS: 

Each ship generally carried one or more boats 
used for various details which could not be 
performed by the owning vessel itself. Within the 
game framework they best function as screens 
against fireships or as amphibious landing craft. 

1. Use gunboat counters to represent ships 
boats. As with gunboats, each counter may 
represent more than one ship's boat, 

2. Ship's boats move in the same manner as 
gunboats. They do not have any gun squares, 

3. The order of battle for these vessels is 
dependent upon the parent ship. 

a. The number of hull squares is equal to the 
number of crew squares available in the first section 
of the parent ship. 

b. The maximum number of crew squares 
which may man a ship's boat counter is the same as 
its hull squares, i.e., for every hull square, one crew 
square may be carried. The minimum number of 
crew squares w hich may man a ship's boat counter is 
one. A maximum of one “oar" square per section k 
allowed, 

4. As long as a boat counter is with its parent 
ship it need not be in play. It is either being towed or 
physically on the ship’s deck. As soon as it is to be 
used independently, it is placed in any hex adjacent 
to the parent ship. 


5. Crew, Military units and/or artillery may be 
placed aboard a ship's boat counter by means of a 
Transfer Boarding Party, 

6 . Crew squares used to "man” a boat counter 
should be drawn from the lowest numbered crew 
section. 

7. Boat counters cannot be used to block shots. 
Ships may fire at them or over them, 

8 . While a boat is attached to the parent ship it 
absorbs some of the damage directed toward the 
ship. For every four hull or gun hits in any 
combination, a boat loses one hull, crew, and oar 
square available. This, of course reduces the speed 
and the size of the force allowed to board. As soon 
as the boat is placed on the board it receives damage 
independently and is considered a separate target. A 
boat does not block line-of-sight, 

9. In every other respect while independent a 
ship's boat is treated as a gunboat and is subject to 
all rules covering such. 


LAND FORCES AND AMPHIBIOUS 
ASSAULTS: 

Certain ships may be designated as carrying 
extra crew squares representing forces and material 
to be used in an amphibious assault. Ships boar's 
would be the vehicle by which units would land. 
Combat between land forces are handled w r ilh the 
Melee system of com bat. Players have total freedom 
in deciding what types of units may be used in 
assault capacity, 

L Counters will have to be made (use reverse 
side of those included). There are three possible 
types of units available for amphibious assault; 


m 


IZJ 



Infantry 

Cavalry 

Artillery 


2. Each counter represents one section or 
equivalent being transported by boat and a side 
record must be maintained of its strength, 

3. One Infantry square may be transported for 
each crew square available on the boat. 

a. One Cavalry square may be transported for 
every three crew squares available on the boat. 

b r Boat counters from ships of 74 or more guns 
can carry one gun square of artillery in addition io 
one crew square to man the boats, 

4. On the turn of Landing, ground units may not 
move. From the next turn on units may move at the 
following rales: 

a. Infantry 2 hexes per turn 

b. Cavalry—4 hexes per turn 

c. Artillery I hex per turn (2 hexes if defined 
as field artillery}. 

5. When amphibious units are adjacent to the 
fort, melee may occur. Use identical procedure to 
that used on board ships. Crew quality is deter¬ 
mined before scenario begins. Crews defending a 
fort each get an additional 3 melee strength points 
added to ihcir original strength, 

6 . Units must melee every unit in a fort even if 
they are not adjacent. 

7. Guns on land fire with same modifications as 
guns in forts. 

8 . When putting artillery gun square (other than 
field artillery, which is carried just for land 
operations) on land, remove one gun square from 
either broadside. Carronades may be used, 

ROWING CAPABILITIES: 

Ships of smaller class had the ability to move by 
oar as well as by sail. 
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1. All ships mounting 24 guns or less may use 
rowing capabilities at any time* The player must 
note in the Notes section the turn beforehand that he 
is changing to oars. He need not do this to change 
back to sail, 

2. Wind effects on ships while rowing are the 
same as for galleys and ship's boats, 

3. Rowing ships handle like galleys except that a 
60° turn costs one movement factor, 

4. Two crew sections must be used for rowing. 
They may not perform any other duties white in this 
capacity. 

5. The speed diagram for ships using oars is: 

x 

C' D A C X 
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THE DELAWARE FORTS 

October 3—November 21, 1777 

I. INTRODUCTION 

Of major consequence to General William 
Htnve’s success during the British campaign to 
capture Philadelphia in the summer of! 777 was the 
exposure of his supply lines to the ambush style of 
attack in which the Americans excelled. This 
exposure was a result of the overland route which 
the supply trains followed along Howe's line of 
march. At! the territory gained as a result of the 
superior British feat of arms could not be held if the 
supplies could not reach the invading army for the 
British army was unable to forage to maintain their 
position in America and had to import most of their 
supplies from Europe. 

An alternate supply route would have to be 
developed which would be both safe and efficient. 
The obvious answer was the Delaware River, It was 
navigable as far as Philadelphia for large ships and 
safe from depredations by American forces. The 
utility of this route was equally apparent to both 
sides and its protection from enemy utilization bad 
been anticipated by the American command. In the 
preceeding months* the Americans had built two 
hues of underwater obstructions sel to rip open the 
hullo f a n y s h ip pas si ng ove r hea d. I hese li n es were 
anchored by three Torts. Howe had by-passed the 
Delaware upon his descent to Philadelphia from 
New York and had chosen, instead, to land his army 
at Elk's Head at the mouth of the Chesapeake Bay, 
Now, upon his capture of Philadelphia, he had to 
open the Delaware or retreat. 

The first line of obstructions was 12 miles down¬ 
stream from Philadelphia and protected by Fort 
Billingsport, a weakly constructed and defended 
redoubt. A force detached from Howe’s army was 
sent to capture this fort. It landed upriver and 
quickly captured the fort by a flank attack although 
the garrison was able to spike the guns and escape. 
Enough of the underwater obstacles were cleared to 
allow passage of the British fleet, commanded by 
Admiral Richard Howe, William Howe’s brother. 
The second line was five miles closer to Philadelphia 
and was in two sections; the center being protected 
by a mud bank. This was a more formidable 
challenge to the British, being protected as it was, by 
two large forts. 

The eastern fort on the New Jersey shore. Fort 
Mercer* was chosen as the target for the first British 
attack to break the line, A brigade of Hessians who 
marched directly from Philadelphia tried three 


separate assaults on the fort. All three failed due to a 
combination of stiff resistance by^ the forfs 
defenders and support of the American gunboats 
along the river. Five British ships ran aground as 
they attempted to maneuver close to the fort in 
support. Three were able to extricate themselves but 
two* the Augusta. 64 guns, and the Merlin, IB guns, 
were destroyed. The Hessians returned to Philadel¬ 
phia with approximately 33% casualties to their 
force* 

After the debacle at Fort Mercer* the British 
turned their attention to Fort Mifflin which 
occupied a small island west of the obstructions. 
Unable to land an amphihious party here* the 
British concentrated a tremendous amount of fire 
power both from the land based batteries on the 
Pennsylvania shore and from guns on their ships. 
On November 15 they opened into one of the 
heaviest bombardments of the war. It was estimated 
that over a thousand rounds were fired every twenty 
minutes. Unable to withstand this fire Fort Mifflin 
surrendered and the garrison escaped. 

Upon the fall of Fort Mifflin, Cornwallis with a 
force of about 2,000 British regulars crossed the 
Delaware and again attacked ForL Mercer. This 
time it was empty. Christopher Green, commander 
of the fort, had pulled out earlier realizing that its 
usefulness to protect the river had ended with the 
fall of Fort Mifflin as the British could breach the 
obstructions near Mifflin and bypass the remaining 
fort. The American fleet* trapped upriver, was 
scuttled. 

The wh ole affai r was marked by a n amazing lack 
of cooperation between the continental forces, the 
local militias, and the navy which was under the 
control of the State of Pennsylvania, The fleet did 
not risk any of its major vessels in defense of the 
forts and in the end lost them anyway. The militia 
w r as unable to provide the reinforcements needed to 
man the forts adequately. The bulk of the defense 
fell* therefore, on Washington’s regulars who were 
stretched to defend Philadelphia as well as the river. 
In this situation the Americans did not have any 
hope of preventing the Howes' eventual control of 
the Delaware River. With what they had. the 
Continental Army performed brilliantly* exacting 
almost as many casualties in Von Donop’s assault 
on Fort Mercer as the British lost in the battle of 
Germantown. They also destroyed a ship-of-the- 
line, the largest that they were to capture or destroy 
without French aid during the entire w r ar. The 
British were delayed for almost two months in 
getting supplies to the campaigning army who* if 
Washington had defended the Delaware more 
strongly* may have been forced to retreat back into 
Maryland, 


II. PREVAILING WEATHER CONDITIONS 
Wind Direction: 2 
Wind Velocity: 3“Normal hreeze 
Wind Change: 6 


III* SPECIAL RULES 

A. Basic and Advanced game rules including those 
described above are used except the Advanced 
Game Log Modifications. 

B. The following Optional Rules are in effect: 

VII. Towing 

XI. Running Aground 
XU. Casting the Lead 
XIV, Fore-and'Aft Sails 

III A, Fireships 

SEE PAGE 29 
HID. Gunboats 

SEE PAGE 29 



black: land 

grey . Shallows (a partially grey hex is considered a 

shallows hex), 

red: Special Channel 

Land and Prohibited Area—vessels of all types may 
not enter. 

Shallows—Only certain ships may travel over these 
hexes without fear of running aground. These ships 
are noted by an S on their entry in the Order of 
Battle. 

Channel—Only certain ships may pass through the 
Channel without fear of running aground. These 
ships are noted by a C on their entry in the Order of 
Battle. 

D. The river current runs in direction 1 and 6, All 
ships and rafts drifting must drift in either one of 
these two directions and may change to the other 
direction only to prevent the ship or raft from 
moving into a land or prohibited hex. The owning 
player decides the initial drift direction. River 
current has no other effect on a ship's movement. 
Wind has no effect on drifting. 

E* A ship may fire into a coastal land hex but 
cannot lire through a land hex. 

F* The river channel may be entered by qualified 
British vessels from hexes EEL FF1, or GGI* at 
least 5 turns after the successful penetration of line I 
of underwater obstructions at the earliest. 

G. All vessels may anchor. 

II. Underwater Obstructions 

1 . Ships may not pass over any hex occupied by an 
underwater obstruction counter. All rafts may pass 
over. A ship which is forced to move into an 
underwater obstruction hex is considered destroyed 
and the counter removed from play. Underwater 
obstructions are stationary and may not be moved. 

2, Underwater obstructions can only be cleared by 
a ship of at least 28 guns. The shi p must be adjacent 
to the obstruction counter for 4 consecutive turns 
without being fired upon to remove it. 

3 , The American player can secretly choose a 
passage through the second line of underwater 
obstructions between Fort Mifflin and Fort Mercer. 
Ships may sail through this passage. Once used, by 
the American player though, the British player is 
also free to use it. If the American player does not 
use the passage the British assume the second line of 
obstructions as solid, 

4. A ship (not raft or gunboat) can be intentionally 
sunk to block passage across two hexes in the same 
manner as an underwater obstacle. The sinking is 
accomplished immediately upon the announcement 
by the controlling player at the end of the movement 
phase. The hexes must be marked and cannot be 
kept hidden, 

L Fire rafts can only be sent at intervals of one raft 
every three turns. Those British vessels which 
cannot enter the board at the start of play may 
rema in off the boa rd and enter at a later ti me. Those 
British vessels which are allowed to enter the 
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Channel may leave the board along the entry hexes 
(see Order of Appearance) and re-enter at the 
Channd a minimum of4 turns after the breaching of 
the first line of obstructions. 

.1. LAND UNITS 

1. Infantry counters cannot be stacked. Land 
batteries may be stacked two high. Field artillery 
may be stacked with infantry up to 2 counters high. 

2. When forming infantry units, the British may 
have a maximum of 10 infantry or crew squares per 
counter: the Americans. 8. 

3. Some American forces are in the form of 
reinforcements. They may enter as either infantry 
units or as replacements to fort garrison's. As 


replacements they may replenish any garrison 
squares lost in melee or gunfire. The garrison may 
never be increased above its original strength. The 
reinforcements are added at the end of any turn in 
which a melee did not occur against the garrison to 
be reinforced. 

K. MELEE 

1. Melee may occur between land units In the open 
as well as against forts and ships as long as the 
battling units a re adjacent to one another. This form 
of melee is conducted in the same manner as regular 
melee. 

2. Losses due to melee conducted on land are 
always taken from the units or garrison sections of 



LAND FORCES ORDER 

OF BATTLE 



Type of Unit 

LD. 

QuaL 

Section 

Guns 

British 




1 2 3 


Stirling’s 

Infantry 

A 

El 

8 - 


Detachment 


B 

El 

8 - 

— i 


>■) 

c 

El 

8 -- 

— 



D 

El 

6 - - 

- 

Von Do no p's 

Infantry 

E 

Cr 

6 - — 

. 

Brigade 

S3 

F 

Cr 

6 - - 

— 



G 

Cr 

6 - - 

— 


I! 

11 

Cr 

3 - 

— 



I 

Cr 

3 - 

— 


Artillery 

A 



1* 


(field) 





Corn Wallis’ 

Infantry 

.1 

El 

10 - 


Detachment 

is 

K 

El 

9 - 

— 


is 

L 

El 

9 - - 

— 


IS 

M 

El 

8 - 



fS 

N 

El 

S - - 

— 


M 

0 

El 

8 ~ - 

~ ; 


IS 

P 

Cr 

8 - - 

— 


Artillery 

B 



4 


(field) 





Wilson’s 

Infantry 

0 

Cr 

7 - 

_ 

Detachment 

?* 

R 

El 

8 - 

— 


SA 

$ 

El 

8 - - 



li 

T 

El 

8- - 

— 


D 

LJ 

El 

8 - 

— 



V 

El 

8 - 

— 



w 

El 

8 - 

— 


D 

X 

El 

- 



IS 

Y 

El 

8 - — 



Cavalry 

A 

El 

8 - 


Siege 

Artillery 

C 



1 

Batteries 


D 



1 



E 



1 



F 



1 mortar 



G 



1 mortar 

American 







l'ort Billlngsport 

A 

Cr 

1 1 - 

1 


Fort Merecr 

B 

El 

44 3 

1 


Fort Mifflin 

c 

El 

322 

3 


Reinforcements 


Cr 

18 


Greene’s 

Infantry 

A 

Cr 

8 - - 

_ 

Detachment 

V3 

R 

Cr 

8 - - 



11 

C 

Cr 

8 ~ — 




D 

Cr 

8 —- 

— 



E 

Cr 

8 - 

_ 


11 

P 

Cr 

8 - - 

_ 



G 

Cr 

8 - 

__ 


ii 

H 

Cr 

8 —T 

— 


*1 

1 

Cr 

8 - - 

— 


11 

J 

Cr 

8 - - 

— 



K 

Cr 

8 - - 

— 

1 

Cavalry 

A 

Cr 

4 - - 

— 


lowest quality first, 

3. If an infantry unit loses 339f or iis squares 
(rounded up), it may no longer voluntarily enter 
into melee but may melee as a DBP, 

L. Amphibious assault against Fort Mifflin Es not 
allowed. 

M. Those vessels with an asterisk by their gun 
strength in the Order of Battle may fire every turn 
provided they lower their Hit Table by one, 

N. Guns in forts may be spiked (destroyed) at any 
time by the controlling player if he has at least one 
crew, garrison or infantry square in the fort. 

(>. The British Mortar batteries can only fire at one 
fort wall at a time (i,e„ if 2 gun hits are scored and 
only one gun square is on the wall being fired at, 
only gun square is marked off), 

P, Running Aground 

L All ships which cannot move over the shallows 
normally (see Order of Battle) may attempt to do so 
by risking running aground. 

2. For each ship not qualified to move over shallow 
hexes and attempting to do so, both players secretly 
record a num ber from one to six and t he name of the 
ship on a slip of paper. The opposing player then 
takes both slips, cross indexing both values on the 
table below to obtain a Run Aground Value 
(R.A.V,), For each turn including the turn of entry, 
that the ship occupies a shallow hex, the controlling 
player rolls a die which if it equals or is less than the 
R,A,V. indicates that the ship has run aground. 
R.A.V. TABLE 


Control ling Player's Value 


1 

CD 

3 



1 2 

1 2 

2 3 

3 4 

4 5 

5 6 

6 l 


3 4 

3 4 

4 5 

5 6 

6 1 

1 2 

2 3 


5 6 

5 6 

6 1 

1 2 

2 3 

3 4 

4 5 


Oi course the opposing player must indicate when 
the ship has run aground by displaying both written 
values as proof. 


IV. ORDER OF APPEARANCE 
A4 Start 

Place the following counters in their assigned 
hex. 


COUNTER 

Fort 

A - Billlngsport 
B - Mercer 
C - Mifflin 
Underwater 
Obstructions 


LOCATION 


D4 
H19 
DD12 


line 1 

H3,13, J2. K2, LX, Ml. 

I4.J3, K3, L2, M2.NI. 

line 2a 

UI3, VI2, W12,XXI, Y11.Z11, 
AA11, VI3, W13, X12, YI2.ZI2. 
W14.X13, Y13, AA12. 

line 2b 

N17.017. P16.016, RIS.PI7, 
R16.Q17, S16. 


American Force 

All vessels may start anywhere between obstru 
tion line #1 and board edge 4. 
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British Farce 

Vessels may enter the board between DI and K1 
inclusive. At least four turns after successful 
penetration of the first line of obstructions, those 
ships qualified tu enter the Channel may do so 
between hex EEI and GGI inclusive. 

American Reinforcements 

The reserve pool may be used to form infantry 
units at any time. Those squares used to form a unit 
may not be used to replace a fort's garrison losses. 
Turn 5 Greene’s Detachment may be brought into 
play anytime between turn 5 and 10 provided that 
there are British infantry units on the board. As 
soon as ail British infantry units have been removed 
from play, Greene’s detachment must also be 
removed. 

Turn 25 Greene's Detachment may return on this 
turn or thereafter if there are British forces on the 
board. 

Greene's detachment may not be brought into play 
between turns 1 1 and 24 whether there are British 
infantry units on the board or not, 

British Reinforcements 

Turn 2 —Stirling’s detachment may enter be¬ 


tween hexes A3 and A5 inclusive any turn between 
turn 2 and 5. 

Turn 15—V on Donop's brigade may enter between 
hexes A22 and 135 inclusive anytime between turn 
15 and 25, 

British land batteries may be placed anywhere on 
the land mass indicated by hexes HHI and RRI. 
Turn 25 From this turn cm, Cornwallis’ and 
Wilson’s detachments may enter the game anywhere 
along the coast from A3 to H 17 provided that there 
are British vessels or ship's boats adjacent to the 
entry hexes. 

NOTE: Only one British detachment may be on the 
board at any time. So. for example, if Von Donop’s 
brigade is still in play after turn 24 neither 
Cornwallis’ nor Wilson's detachments may enter the 
game. The British player may remove those land 
units already in play by either I) moving them off 
the board through one of the entry hexes or 2) 
moving them adjacent to a friendly vessel or ship's 
boat along the river bank. The unit may then be 
removed from play. 

V. VICTORY CONDITIONS 

The British player must accomplish the follow¬ 


ing two objectives in order to win; 

1. Capture Fort BMlingsport and Fort Mercer; and 
remove enough of the underwater obstructions to 
allow passage of at least one British ship through 
line l and 2a; the accomplishment of which will end 
the scenario, 

2. Gain more victory points than the American 
player. 

The American player wins if the British player is 
unable to fulfill cither of his two objectives at the 
end of the scenario. 

Victory points are awarded as described in the 
rules plus extra points for the following; 


American Player 

1. Each British infantry square destroyed 2 points 

2. Every 4 turns played J point 

3. Every British land artillery ot Mortar 1 point 

square destroyed 

British Player 

!♦ For every American infantry or garrison I point 
square destroyed 

2. For each land artillery square destroyed point 

3, Each fort captured 2<1 points 

Ilf any part of the garrison escapes) 17 points 


VI. ORDER OF BATTLE 


Crew 


Name 

British: 

Guns 

Class 

Nr. 

Hull 

Qua! 

Section 

1 2 3 

Guns 

L R 

Rigging Point 

1 2 3 4 Value 

—Somerset 1 

70 

Sul 

mn 

1 2 

■■■ 

4 4 3 

m 


Augusta 

64 

SOL 


11 

Cr 

4 33 


7 7 7 - 20 

HMHH 

RHHi 




BHH 


4 4 


Roebuck 

44 

SOL 

2 

1 - 

Cr 

2 2 2 

3 3 

5 5 5 - 12 

Pearf 


F 

■M 

5 

Cr 

2 1 1 

2 2 

55V5-5 1 l < ■ 

Liverpool 

28 

B 

5 

4 

Cr 

2 l l 

2 2 

4 4 4 4 9 

feffrailla 

28 

B 

m 

4 

Cr 

1 1 ] 

HH 

4 4:4 

Merlin 

18 C 

s 

5 

3 

Cr 

l I 1 

11 

3 3 3 3 FA 7 

■Zebra 

14 C 

s 

5 

m 

Cr 


i i 

2’?. 2 2 FA 

Vigilant 

16 C 

G 

6 

3 

Cr 

nun 

l i 

3 3 3 3 7 

-/* Corn Waltis 11 

8 C 

G 

6 

2 

Cr 

1 



Floating 

Battery 

22 CS 

Raft 


uni. 

Cr 

2 22 

6 

12 

i j j - i square: of marine's 





■■ 



American: 









Montgomery 

10C 

F 

4 

4 

Av 

1 1 L 

i i 

3 3 3 3 7 

.Andrea 

14 C 

B 

5 

i- 

* 

mm 

11 i 

r- j ; 


Racehorse 

IOC 

S 


3 


J 1 1 

1 * 1 * 

3 3 3 3 FA 6 

i oixifU 

m 



■HI 

HUB 

1 1 1 

HHIH 


lly 

8 C 

S 

5 

2 

Av 

1 1 - 

1 * 1 * 

2 2 2 2 FA 4 


4 C 

s. 

5 

2 

Av 

1 - - 


1111 FA - 3 - 

Delaware 

4 C 

Sc 

5 

2 

Av 

1 - 

1*1* 

1 1 1 ! FA 3 

■MBii 

MB 

X 

6 

3? 

Av 

11 - 

■HIM 

] ] l|i 

Repulse 

6 C 

X 

6 

3 

Av 

1 1 - 

i l 

1 1 1 1 6 

■Convention 

4BM 

G 

6 

2 

Av 

i 

msam 

ill 1 m mm m 2 

Chatham 

4 CS 

G 

6 

2 

Av 

1 - - 

in* 

1111 2 

■«..nl*Kit No. 1 

5 CS 

GB 

HM 

10 

Ay 

21 1 

l itov: 


Gunboat No t 2 

5 CS 

GB 

7 

10 

Av 

2 1 1 

1 bow 

3 3 3 — 8 

Gunboat No, 3 

3 CS 

GB “ 

7 

6 

Av 

l 1 1 

1 bow 2 .N1 W . ” tv - 

Gunboat No. 4 

12 CS 

GB 

7 

6 

Av 

1 1 1 

1 bow 

22 2 - 6 

Arnold 
(Floating 
Baiters') 

10.CS 

Raft 


tinl. 

AV j 

Ml l 

z l£j 1 


Putnam 

(Floating 

Battery? 

12 CS 

Raft 


uni. 

Av 

2 1 l 

2 

s 

I Vesuvius 

CS fireship 


3 

Av 

1 


1_i_A J 

Strom halo 

CS 

Fireship 


3 

Av 

l 


22 2 2 1 

14 Fire rafts 

OS 



' 8 ‘ 






X - Xebec 

* - may fire each broadside every other turn 
C - may puss through channel without running aground 
S - may pass through shallows without running aground 

Note: The American should use French ships to complete his fleet. 


G 
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A CLOSER LOOK 
AT RICHTHOFEN S WAR 


For years now Avalon Hill has been producing 
wargames of extremely high calibre. To date, 
however, none compare with the game of RICH- 
TH OFEN S WA R, f or he re o n e ea n 11 u ly command 
every aspect of the plane's flight. The fact that it is an 
aerial combat game, and that it is set during World 
War 1, simply adds to its quainmess as a departure 
from the run-of-the-mill wargame. 

I therefore fell it would he interesting to conduct 
an investigation of the game, using mathematical 
probability and my own experience. 

First, 1 decided to compile a chart of all plane 
classes used in the game, as listed on the Target 
Damage Table, and then determined iheir respec- 
live hit probabilities. See Chart 1, below. 

Chart 1 

Hit Probability 


RANGE 

A 

PLANE 

H 

CLASS 

c 

D 

H 

.909 

.SIS 

.818 

.636 

2 


.818 

.727 

. 545 

3 

.636 

.636 

,636 

.364 

4 

.636 

.54^ 

545 

.364 

5 

.545 

.455 

.455 

.364 

6 

.455 

. 364 

.364 

.273 

H 

,364 

.364 

B ,273 

.182 

Avg. 

.623 

.57 J 

.545 

390 


With an ace in play, these figures are apt to 
change. For example, an "A'' class plane firing on an 
ace at a range of one must roll 4-3 2 instead of the 
normal 3-1 2 in order to score a hit. This amounts to 
only an 81.8% chance of inflicting damage, rather 
than the 90.9% chance recorded on Chart 1. The 
chart will also become amended with an ace firing 
instead of being fired upon. However, the figures 
should still be used as a general rule of thumb. 

It is interesting to note here the relative weakness 
of the "D" class planes, Le., the DeHavilland 2, 
NieuporU 3E and 12, the Sopwith I Strutter, 
RAFs Be-2 and Re-8, and the LFG Roland C-2, 
even in relation to class planes. It is also 
interesting to note that with the exception of the 
Roland 02, all "D" class planes belong to the 
Allies. 

Obviously, when these planes are involved in a 
dog-fight, or in a situation where they must fight 
to survive, they do relatively little good. Their 
primary purpose, however, was not to engage the 
enemy in combat, but rather to scout enemy troop 
movements, dispositions, artillery, etc. 

Which brings us to our second chart, average 
damage factors when scoring a hit. One must bear in 
mind the likelihood of the plane in question to indict 
any damage at all on an enemy plane, re Chart 2: 

Chart 2 


Average Damage Factors 


RANGE 


PLANE 

CLASS 



A 

B 

C 

D 

I 

4,20 4. 11 

3.00 

2.43 

2 

3.67 

3.00 

2J8 

i .67 

3 

2,71 

2.57 

2,14 

1.75 

4 

1.86 

1.83 

1.67 

1.25 

5 

1.67 

1.80 

1.60 

1.25 

6 

! .60 

2.00 

1.75 

1,00 

HMH 

1.75 

L25 

L33 

LOO 

Avg, 

2.49 

2.37 

1.98 

1.48 


In this case, as with Chart I, the presence of an 
ace will sway the averages, bm only slightly, so as 
not to change the basic computations. 

It is amusing to note that in some instances in 
this chart, as you probably already have noticed, 
every plane class has one case w r here the average 
damage value increases instead of decreasing as the 
range grows greater, i.e., **A” class planes at range 
six in relation to range seven. This can he accounted 
for by the fact that as the distance expands, the 
number of times the plane can score a hit 
diminishes, but the total number of damage factors 
remains the same, or approximately the same, as the 
lesser distance. 

Please note one important factor at this time. At 
a range of five, the lone ”8*' class plane, the RAFSe- 
5a, has an average damage factor . 13 greater than 
that of “A”' class planes at the same range, and that 
at a range of six, both this plane and "C" class planes 
outweigh, so to speak, the "AV\ by .40and by .15, 
respectively. Even H C” class planes at a range of 
seven have a higher average damage factor than the 
“ET class Se-5a, 

And so it is at this moment that Chan f comes 
back again, to be used in conjunction with Chart 2. 
As a case in point, consider the following: As 
mentioned, the plane in class “B" has a higher 
average damage factor when firing at a range of five 
and at a range of six than do **A” class planes. 

But as a glance at Chart I will prove, l 'A'‘ class 
planes firing at ranges of five and six have a belter 
chance of scoring a hit against the target plane than 
does the Se-5a. 

My advice is that if you have a choice, go wnth 
the better average damage, as opposed to the better 
chance of scoring a hit. As it stands, "A" class planes 
do have a better chance of inflicting damage than 
the Se-5a does, but the edge is only 9, l%al a range 
of six, and only 9% at a range of five. The difference 
in average damage more than makes up for this, 
however. 

Of course, the situation you are in at any given 
moment may warrant taking advantage of the better 
probability, and you may not have a choice to make 
regarding the use of the planes. Generally, however, 
it does seem to make more sense to gamble and go 
for more damage. 

Chart 3 suddenly finds itself thrust into the 
limelight: 

Chari 3 

Die Roll Probability 

ROLL YOUR CHANCES 


2 

,028 

3 

,056 

4 

.083 1 

5 

.III 

6 

mmm 

7 

.167 


.139 

9 

Ml 

10 

.083 

11 

.056 

12 

,028 


Chart 3 deals with die roll frequency, showing 
the chance the gamer has when trying for a 
particular roll. This should be used in association 
with the Target Damage Table in order to ascertain 


your chances for obtaining a critical hit. As 
example, "‘A” class planes at a range of three need 
die roll of nine in order to score a critical hit t ban 
shows that there is an 111 % chance of rolling a ninr 
The presence of an ace is a simple enough factor w 
figure when computing your chances. Simply add 
subtract one from the rot! of the dice, as the cav 
may be. 

For greater realism and enjoyment of RIC If 
THOFEN'S WAR . 1 suggest that you incorporate 
the following optional rules when playing the game; 

Rule /—Prevailing Wind. This often was a 
factor during many of the key air battles of World 
War I, and in fact played a role in practically any 
battle ever fought in the air during that era. 

Rule 2— Reaction Rule. For my part. I wouldn't 
think of playing a game without using this rule. The 
initiaI reaction of the actuaI pilot often turned defeat 
into victory, and vice versa. Consider, if you w ill, the 
folly of a World War I pilot deliberating for even 
one minute as to which way to turn, dive, or climb. 

Rule 9—Angle of Attack: Deflection. This is a 
highly realistic rule which often takes away what 
amounts to a slight advantage for the attacking 
plane. 

This analysis was developed in order to help you 
see, in a mathematical light, the subtleties involved 
in the game. It is hoped that this will help you in 
actual play. 

As a game, RICHTHOFEN'S WAR provides 
what l feel is the ultimate challenge to a gamer’s 
ability. 



WE WANT YOU . . . 

to write for the GENERAL If you can string 
words together into an interesting article 
format on any Avalon Hill wargame, there's a 
good chance you're just the person we re 
looking for. You can supplement our literary 
staff with articles of strategy, game analyses, 
Series Replays, commentaries, new scenarios, 
or variants. 

All articles should be type-written, double- 
spaced and accompanied by a self-addressed 
envelope bearing first class postage. Other¬ 
wise, rejected articles will not be returned. 
Articles should be supplemented with illustra¬ 
tions and/or charts whenever possible. 

Commencing with the January, 1977 issue 
the GENERAL wilt pay £5 per running 10" 
column of edited text. Letters to the Editor are 
not subject to remuneration. Alternatively, 
authors may elect to take their remuneration in 
the form of Avalon Hill products, paid at the 
rate of 150% of the cash remuneration. 

At the end of each calendar year an 
EDITOR S CHOICE article will be selected The 
author of this article will receive a $100 bonus 
and a lifetime subscription to the GENERAL. 
Articles will be judged on literary style and 
meaningful content. Quantity, bulk, or length 
of article will have no bearing on this selection. 
All types of submissions are eligible; Series 
Replays, tactical analyses, variants, etc. 

This payment system is only valid for 
articles received after January 1, 1977. 
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Game Theory and 1776 

By J. Richard Jarvincn 


The Tactical Results Matrix in 1776 has 
always had a fascinating appeal to me. Anyone 
who has had the thrill of attacking at 1-1 using an 
Enfilade Left (while the defender Refuses the 
Right) and then rolling a one knows exactly what 
1 mean! Despite the fact that I’ve always felt I've 
had more than my share of luck with this system. 
Eve often wondered if 1 was really using the 
Tactical Cards to my best advantage. Perhaps I've 
been selecting Frontal Assault too often and 
Recon in Force not enough. Obviously 1 want to 
play my cards in a way that yields the most 
favorable result. But the big Question was always 
hovering over the battle board: What were the 
best possible choices in order to maximize my 
chances of a favorable result? The structure of 
the Tactical Results Matrix {hereafter referred to 
as the TRM) and the manner in which the 
Tactical Cards are chosen suggest that this system 
could successfully be analyzed by game theory, 
that branch of mathematics that deals with the 
selection of the best available strategy in order to 
maximize one's winnings (or minimize one’s 
losses) in a game, war, business endeavor, etc. 

A small digression is necessary to define some 
terms for those readers who may not be familiar 
with game theory. A game refers to a set of rules 
and conventions for playing and a play refers to a 
particular possible realization of the rules. At the 
end of each play, each of the players receives (or 
loses) a payment, colled I he payoff* The matrix 
consisting of all possible results based on the 
strategies available is called the payoff matrix* 
Tile object of each player is to maximize his 
expectation (the average payoff based on a 
strategy,) A strategy is a set of numbers that 
represent the frequency with which each possible 
play is selected. The astute reader will have 
recognized that for our use each play represents 
the selection of two Tactical Cards (one by the 
Attacker, the other by the Defender), the payoff 
is the die roll adjustment on the TRM, and the 
payoff matrix is the TRM itself. In 1776 there 
are eight possible plays for each player; thus a 
Strategy would consist of a set of eight non- 
negative numbers that add up to one. 

One important theorem of game theory is 
that all games have at least one optimum solu¬ 
tion, That is, there exists a strategy for each 
player that will maximize his winnings, and no 
other strategy cun be better* So all l had to do 
was to pour the TRM into the computer, push 
the button, and wait for the magic answer. 
Unfortunately there w r us one small feature on the 
TRM that did not readily lend itself to analysis* 
This was that dreaded nemesis of all attackers, 
the successful withdrawal! While a successful 
withdrawal has no effect on the current battle, it 
certainly has some influence on which Tactical 
Card you select* There are few things more 
frustrating in life than to have a Continental 
Army of 5,000 outnumbered three to one, only 
to have the sneaky devils slip from your grasp 
with minimal loss. So how do I allow for this 
elusive concept? Well, to keep things simple (to 
begin with, anyway), 1 don't make any allow¬ 
ances for il, 1 let the values on the TRM remain 
as they arc and replace NC by the value zero. 
What this implies is that neither player puts any 


value whatever on a withdrawal. This is actually 
the case in many instances. The sole purpose of 
each player is to try to inflict the highest possible 

TABLE J 

Tactical Result Matrix - No Adjustments 



i wd +3 +2 a a o o o o 


TABLE 13 

Tactical Result Matrix - Sutcetetul WD Ad] - ~2 


At ta ckcr FA RE EL ER Rl. KK SD WD 



: LK - 2 a 11 i i 3 d 

; L * 11 " ” - 1 

t WD +3 o -2 -2 -2 -2 -2 -2 

loss on his opponent, giving no thought to escape 
or retreat. The payoff matrix is now shown as 
Table i. The most significant feature of this 
matrix is that it is symmetric (for math freaks, 
symmetric implies that each value in row i, 
column j = the negative of the value in row j, 
column i). It is characteristic of ail symmetric 
matrices that the average payoff (or value) to 
each player is zero, and furthermore, that the 
strategies for both players will be identical* 
Following is tlie result for the matrix of Table l, 
giving the percentage of the time that each 
strategy should be played (FA is Frontal Assault, 
RF is Recon in Force, EL is Enfilade Left, etc.). 
Underneath the table is the value of the game and 
the chance of getting a withdrawal using the 
given strategies* 

CASE J 

(Withdrawal Adjustment = 0) 

Attacked Defender's 

Strategy I Strategy I 


FA 

*18 

.IS 

RE . 

*27 

.27 

El 

.18 

.18 

FR 

.18 

*18 

HH 

*09 


RR 

.09 

.09 

SD 

.00 


WD 

.00 

.00 


Value = 0.0 Chance of WD = 0,0 


This table says that each player should pick 
FA, EL, and ER 18% of the lime (each), RF 
27%, RL and RR 9%, and never pick SD or WD, 
(The purist will note that the odds only add up 
to *99 — this is because of the inevitable roundoff 
error)* The value of the game is 0.0, as previously 
suspected, and the chance of a withdrawal via the 
Tactical Cards is also 0,0. So all you / 776ers who 
haven't been selecting Reeon in Force had better 
take a wd look at the above statistics. 

So much for the ideal situation. But now you 
ask, what if the Defender is trying to withdraw? 
Obviously that puts a premium on Withdrawals 


(unless the Attacker picks Frontal Assault - 
ouch!). The problem now becomes how to make 
successful Withdrawals “harmful' 1 to the Attack¬ 
er and “beneficial” to the Defender, One way is 
to simply adjust every case on the TRM where a 
successful Withdrawal occurs by some negative 
number. If you used -I, the bottom line would 
now be +3, +1, -1, -1, -1, -l, -L This doesn't 
mean that you would use these values in practice* 
M just implies that a Reeon in Force against a 
Withdrawal is not really worth +2 to the Attacker 
anymore. He would probably be willing to settle 
for +1 if he could have another attack. Obviously 
the more negative value you assign to a With¬ 
drawal. the bigger the premium you associate 
with it. So, every place in the TRM that was red 
or NC had 1 subtracted from it. 1 then put this 
new adjusted TRM into I he computer and pushed 
the button again* Surprise! The results were 
identical with Case 1* Minus one was probably 
not enough of an adjustment* So this lime 1 
subtracted two from all the appropriate entries 
(see Table 11), and had more luck: 


CASE II 

(Withdrawal Adjustment = -2) 
Att, Strut. 11 Def. Strut II 



RR ,00 *00 



Value - -0.12 Chance of S ucc. WD 24*7 % 

A rather startling change has occurred due to 
the adjustment to the TRM* The Attacker no 
longer selects Refuse the Left or Refuse the 
Right, but instead picks Frontal Assaults and 
Recons in Force more often. The Defender also 
gives up on Refuse the Left or Right, but now 
selects Stand and Defend and Withdrawals! The 
value of the game has shifted slightly in the 
defender's favor, the price you would expect to 
pay by using Frontal Assaults more often. 

Now 1 decided to adjust the TRM by even 
more* l used values from minus three to minus 
ten, and one extreme ease of minus twenty-four 
(either the Attacker is desperate to nail the 
Defender or the Defender is willing to sell his 
soul in order to escape!). Following me the 
results using the values -4, -6, and -24: 


CASE 111 
(WD adj, - -4) 

ATT. Ill DEF III 



WD .00 ,25 

Value = -0.5 Sue. WD = 14.87* 
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CASH IV 
(WD adj. - -6) 



Alt IV 

Def IV 

FA ,52 

.00 1 

RF 

30 

.00 

EL .09 

.28 

EE 

.09 

.28 

RL 

mm 

■■n 

RR 

.00 

.00 

SD 

.00 

m^mmm 

WD 

.00 

.20 

Value 

= —0.74 

Sue. WD - 9.8% 


CASH V 
(WD adj, = -24) 

AtV V Defy 


FA 

-S2 

.00 

RF 

,18 

.00 

wm^m 

.00 

.45 


.00 

.45 

RL 

.00 

,00 

RR 

.00 

.00 

|SD 

.00 

,00 

WD 

.00 

30 

Value = - 

1.46 

Sue. WD = 1 


Taken together, these tables show some inter¬ 
esting trends. As the “value 11 of the WD adjust¬ 
ment decreases, the value of I he game slowly 
decreases, while the chance of a successful 
withdrawal via the Tactical Cards rapidly ap¬ 
proaches zero. The attacker starts to rely more 
and more on Frontal Assaults, while the Defend¬ 
er is busily pulling out Enfilades, with only an 
occasional Withdrawal just to keep [he Attacker 
on liis toes. In the most extreme cose, we would 
anticipate the Altacker always picking Frontal 
Assaults, the Defender always picking Enfilades, 
the value being exactly minus two and the chance 
of a Withdrawal being exactly zero. And I can 
assure you, that when the Attacker doesn't want 
the Defender to get away, and the Defender 
knows it, you might as well forget the Tactical 
Cards and just subtract two from the die roll. 
Experience bears this out. but isn't it nice to 
know that theory agrees with you! 

One interesting problem arises when the 
Attacker and Defender interpret the situation 
differently. For example, the Attacker may be 
using the strategy presented in Case II (he doesn 1 ! 
care loo much if the Defender gets away), but 
the Defender misreads the Attacker's intentions 
and defends using the strategy in Case IV (he 
thinks the Attacker really wants to pulverize 
him). This type of problem comes under the 
subject of non- zero- sum games, a topic which is 
beyond tire scope of ibis article, and undoubted¬ 
ly beyond the ability of this author. However, I 
will admit that the advantage would generally lie 
with the person using the lower numbered 
strategy. 


Using the strategies presented in this article 
should improve your chances foj gening good 
results on the TRM, but I have no sympathy for 
those people who are playing against psychic 
opponents or who can't roll a number higher 
than a two. 




THE LEFTOVERS 

by John Engberg 


Picture the following game of STALINGRAD: 
you're the Germans, driving fast and hard through 
the Ukraine. You've given the Russians a bloody 
nose, but his lines are stilt cohesive. But you sec an 
opportunity—smash one 5-7-4 and you can come 
around behind and cut off most of his front. Sure, 
he's behind a river and you can only attack from two 
hexes, but the four 8-8-6s are in easy reach and 
should carry Lhe day. They move up. That's 32-14, 
ten more factors arc needed fora 3-L You spot a 5- 
5-4 and put him in the line. Five factors needed, but 
only enough room left for one more unit. You 
frantically search the board—nothing in reach 
bigger than a 4-4-4. That gives you only 41 factors, 
one shy of 3-1 odds. Now you either call off the 
attack and allow Ivan to reinforce; or risk a 2-1 shot, 
with the fun making prospect of having at least 28 
factors fly off ot Valhalla on the wings of an A-elim* 
Situations like this cheat barbers out of millions of 
dollars every year. 

Is there a better way? Let's see. 

The title is derived from the fact that one often 
does not get battles that reduce to nice, even CRT 
odds (even with 3-2 columns and the like). Factors 
are left over. These factors fight and die like the rest, 
but are powerless to influence the battle. One 
obvious solution is to put more columns in the 
CRTs, but some fellows will still be left out. 
Carrying this to extremes, vve can have a table that 
covers EVERY possible situation. You could figure 
out what the greatest possible strength defending a 
hex would be. and the greatest number of attackers 
that could be brought to bear, and check out 
everything in between. Such a CRT would be about 
the size of the New York phone directory and come 
in a separate package. A science fiction game with 
such a table would be an ancients game by the time 
of publication. There is something inherently 
unwieldy in the beast. 

One does not have to risk a hernia just to enjoy 
the hobby. 1 have devised a solution which only 
requires two tables. One is a basic fiat-odds type. 


The other works somewhat like the tactical matrices 
in 1776 or CAES AH’S LEGIONS. This second 
table translates any overages from flat-odds into 
die- roll advantages. In the opening example, the 
thirteen extra factors are turned into a die roll 
modification that would make the battle equal ton 
3-1 straight. One factor shouldn't be more import¬ 
ant than the oiher forty-one pul together. Such a 
table for STALING R A D might look like the one in 
diagram A. 

Such a system has inaccuracies of its own. Two 
factors are more important at 8-3 than at 22-10. A 
quick panacea for this is to express the excess as a 
fraction of the attacking or defending force, rather 
than a number of factors. The table would be 
divided into percent increments (J-5%, 5,1-10%, 
10.1-15%, etc.), each with a die roll addition. This 
has the drawback of players having to calculate 
percents, but it is not all that difficult. Simply divide 
the pan by the whole and multiply by 100, In the 
beginning example, 13-14x100=92,86%. A cheap 
pocket calculator should do away with pencil¬ 
pushing, or a chart of combinations and percentages 
could be included in the game (something like the 
odds-reduction chart included with AH's old 
standardized CRT), T his would look somewhat like 
figure R, 

For variety, one could add a vertical column 
with combat odds. The die roll modification would 
differ slightly depending on the balance of forces. 
This would allow the excess-point table to take 
percentages into account. Gamblers among you 
might even like to roll a die to determine the exact 
change, out of different possibilities. This can 
enhance the uncertainty created by things like 
tactical matrices and command control. 

I hope this Total Unit Effectiveness CRT (I get 
my jollies thinking up fancy names for things) helps 
you in your gaming, and that you no longer need to 
defoliate yourself over that up-factoring unit that 
just couldn’t make it. Okay, so I’ve run it up the 
flagpole. WeTl see who salutes it. 


<s> 
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BATTLES IN GERMANY, 1948 * 

In 1948, Stalin sought to put pressure on the 
Western Allies by shutting off all of the land access 
routes to Berlin, The Allies responded by supplying 
Berlin completely through the air in the Berlin Air- 
Lilt, These PANZER LEADER!PANZERBUTZ 
variant situations assume that the Air-Lift had 
failed and that the Allied leaders had decided to 
open the land routes to Berlin by force. 

These situations use the PANZER LEADER 
boards and Allied units and the PANZERRLITZ 
Soviet units. The PANZER LEADER rules are 
used with Ehe following modifications: 

!. STACKING-Four Allied units may stack in 
a hex; Ihree Soviet units may stack in a hex except 
for Soviet infantry units which can stack with only 
one other unit. 

2. INDIRECT FIRE-No Soviet unit may use 
indirect fire; all Allied M and (H) units may use 
indirect lire. 

3. RANGE-Sovict infantry units have a range 
of 2*. 

4. ARMORED ENGINEER VEHICLES- 
Situation 25 introduces two new types of AVRE’s 
(Armored Vehicle, Royal Engineers) and this rule 
covers their use. 

a* The AVRE-F units represent AVRE'S 
carrying fascines (bundles of sticks). When this 
AVRE enters a stream hex, it may drop its fascine 
by expending an additional movement point. A 
"Fascine" counter is placed in this hex to indicate 
that the fascine has been placed in the stream. All 
tracked and half-tracked vehicles may now cross the 
stream on this hex by expending an additional 3 
movement points but no more than 2 units may 
cross each fascine per turn. Up to 3 fascines may be 
dropped in a single hex and they may be crossed on 
the same turn that they are dropped. Each AVRE-F 
carries one fascine, 

b. The AVRE-B units represent AVRE’s 
equipped with bulldozer blades. An AVRE-B may 
remove a “Wreck" from a Clear Terrain hex by 
remaining undispersed on that hex for one complete 
Movement Phase at the end of which the “Wreck" 
counter is removed from the Board. The same 
process is used to clear a “Wreck" from Woods 
hexes except that at t he end of the Movement Phase, 
the "Wreck" is replaced by a "Wreck-Rtemovcd)" 
counter which counts as a unit for stacking but does 
not inhibit movement (as along a road), 

c. One AVRE-B can remove a "Block" 
counter by remaining undispersed on that hex for 2 
complete Movement Phases, at the end of which the 
"Block" counter is removed from the game. Two 
AVRE-Bis can remove a "Block" if each one 
remains on that hex undispersed for one complete 
Movement Phase, 

d. One or mure AVRE-B'scan clear a Green 
hexside by remaining undispersed adjacent to that 
hexside for a total of 3 complete Movement Phases, 
at the end of which a "Green Side Cleared" counter 
is placed with the arrow pointing to the cleared side. 

All tracked and half-tracked vehicles may then cross 
this hexside by expending an additional 2 Move¬ 
ment Points. 

e. AVRE-B's con dear minefields by using 
the procedure described above for removing 
“Wrecks". 


SITUATION 23 

Germany, 1948: The Berlin Airlift has failed and President Truman has ordered the army to open 
sufficient land supply routes into Berlin to supply the city. The success of this attack by elements of the 
U.S. 2nd Armored Division depends on the speed with which the routes are opened and casualties are 
immaterial. 
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Available Units: 


U.S,: Two Combat Commands each containing the following: 
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Soviet: Reinforced Guards Mechanized Rifle Brigade, 
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Note; Since the counter-mix does not provide sufficient counters for this situation, the player should 
purchase another set of Allied counters or make appropriate substitutions. Soviet mortars may not use 
indirect fire. 

Boards: The U.S. Zone-Soviet Zone Border runs south along 

Row U on Board A until it reaches the main river and 
then runs along the river to the South end of Board D. 

Set-Up: 

MORTH Soviet P!a ver; Set up first anywhere east of the Border. 

U.S, Player; Set up second anywhere West of the Border, 
move first. Each of the two Combat Commands must set¬ 
up on a different Board but there are no other restrictions 
Game Length: JS Turns on movement or firing. 

V ictory Conditions: 

Victory is determined hy the number of road exit hexes on the Eastern Edge of the Board controlled 
by the U.S, player at the end of the game. In order to control one of these hexes, the U.S. player must 
have been the last to move a unit through this hex and there must be no Soviet infantry or non-halftrack 
armored units within 2 hexes of the road exit hex on the last game turn. 
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Victory Level 

Soviet Decisive 
Soviet Tactical 
Soviet Marginal 
Draw 

U.S. Marginal 
U.S, Tactical 
U.S. Decisive 


SITUATION 24 

Germany, 1948: As the U.S. Army drives on Berlin, the Soviets counterattack in the British Zone. A 
battlegroup of the 1st Battalion. Coldstream Guards, is ordered to delay the advance of a Soviet Tank 
Corps, 

Available Units: 























































PAGE 32 


THE GENERAL 


O 



Vvi 


British: 


Soviet: 


Come! Archer 


14 M2 

le *12 

3 * 5 

35 ,ul 35 

14 * 10 

■Jp* 

2 ■ 0 

4 ' 1 

2 IS 2 

6 1 

3 j 1 S 

2 cm j 

12 10 

iT*"10 

3 mi lb 

7 4NHr 8 

0j 

10.TB1 

J i 

3 f, 1 

3 ..10 

12 

4 

3 

6 

3 

3 

9 


12 

IS A 8 

18 A 12 

40 H 10 

16 A 8 

12 A 5 

I 

3 M 12 

24 M 20 

A0 24 

3 1 2 

10 LIT 11 

14 V' 8 

16S U *?7 

15 S? 8 

Jl'jlnni 

2 » 0 

ult*. 

3 * 1 

2*0 

2 “ 1 12 

[m3 

8 in 1 

12 

6 

2 

4 

6 

3 

6 

2 



5 1 4 

8 1 1 

2 C(l) J 

0 C 0 




RHs 

16 W 1 

12 *i"i 1 

n HALUJ/ i f\ * 
£ 11/; 

1 W 12 

9 

3 

6 

12 


Note: Use Sherman and M-4 counters with Comet values and M-IO and Achilles counters with Archer 
values. 


Set-Up; 

British Player: Set up first anywhere on the Board, move 
second. 

Soviet Player: Move first, enter from any hex or hexes 
along Eastern edge of Board. All Soviet units must be on 
Board by the end of Turn 3. The British player may use 
Opportunity Fire on Turn L 

Special Rule; 

All British CAT attacks have their odds increased by one column, i,e,, a 1:1 becomes a 2:J. 
Victory Conditions: 

Victory is determined by the number or Soviet tank units. (T-34/85, JS III, SU-152, and SU-100) 
exited off the Western edge of the Board from any partial hex south of B-GG-6, Each exiting unit must 
use I Movement Point to exit the Board and may not return after exiting. 


Hoards: 


WORTH 


Game Length; 15 Turns 


SITUATION 25 


Number of Units 
Exited 
0~2 
3-5 
6-8 
9-11 
12-15 
16-24 


Victory Level 

British Decisive 
British Tactical 
Draw 

Soviet Marginal 
Soviet Tactical 
Soviet Decisive 


Germany* 1948: As the Soviet counteroffensive surges through the British Zone, a hastily assembled 
force built around an armored regiment of Royal Engineers is ordered to attack the base of the Russian 
salient. 
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Boards: 


5 7 10 

Game Length: 12 Turns 


NORTH 


Set-Up: 


Soviet Player: Set up first anywhere on the Board. 


British Player: Move first and enter anywhere along the 
Southern edge of the Board. 

Victory Conditions: 

The Soviets win if, at the end of the game, they can trace a line of continuous road hexes from the East 
to the West edges of the Board such that no hex along this line is within 2 hexes of a British non-Bren or 
halftrack unit. The British win by avoiding the Soviet Victory Conditions, 


— 

THIRD REICH RULES 

The Second Edition of the Third Reich rules is 
now available for $2.00 plus 50C postage. These 
rules have riot been rewritten. They are still in 
the original lengthy and somewhat ambiguous 
style. Those expecting a crystal clear revision 
will be disappointed, and should not order the 
revision. 

What the second edition does have is a 5 
page Appendix of Questions St Answers on 
play—many of which have appeared in the 
GENERAL previously. Marked in the margins of 
the rules themselves are 35 changes to the 
actual copy. All of the important changes have 
been published in the Design Analysis column of 
VoL 13, No, 2 of the GENERAL so that previous 
owners need not purchase a new set unnecess¬ 
arily 



PANZERBLITZ BOOKLETS 

After hundreds of requests for it, we ve 
finally published the best of the GENERAL'S 
many articles on PANZERBLITZ—conventional 
wargaming's all time best seller. Entitled 
“Wargamer's Guide to PANZERBLITZ", it 
mitiaies and may very well end the 'Best of the 
GENERAL series as no other game has been 
the target of a comparable volume of literary 
attention 

The 36 pp manual resembles very much an 
issue of the GENERAL except that it is devoted 
100% to PANIERBLUZ. The articles are taken 
almost exclusively from back issues, dating as 
far back as 1971 In addition, two never before 
published articles appear; Robert Harmon's 
"Commanders Notebook which analyzes the 
original 12 scenarios, plus Phil Kosnett's 
' Chopperblitz '—a hypothetical variant utiliz¬ 
ing helicopters with six new scenarios. 

Reprints include Larry McAneny s 'The 
Pieces of Panzerblitz voted the best article 
ever to appear in the GENERAL, ' Beyond 
Situation 13“—twelve additional scenarios by 
Robert Harmon; “Parablitz"; 'Panzernacht '; 
Blind Panzerblitz' ; Situation 13' ; ' Champi¬ 
onship Situations'"; “Panzerblitz Conceal¬ 
ment' ; and "Incremental Panzerblitz r Top¬ 
ping il all off is a complete listing of ail errata 
on the game published to date where the 
Opponents Wanted Page once ruled supreme. 

The Wargamer's Guide to PANZERBLITZ 
sells for $3 00 plus 5QC postage and handling 
charges from the Avalon Hill Game Company, 
4517 Harford Rd., Baltimore, MD 21214 
Maryland residents add 4% state sales tax. 
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Dear Sir: 

I have some comments I’d Like to pass on to 
you concerning the GENERA L and the course of 
AH in general. First, you and the people at AH are 
to- be congratulated. The GENERALh&$ become 
a first class publication and E am truly amazed at 
the volume of new games that have been brought 
out i n the last few years J remember the days of t he 
classics when it was more like one or two new 
games a year. That also brings me to my point of 
concern. 

Perhaps Future Shock has hit the old Line 
wargamer. It used to be that you could keep up 
with all the new AH games and gain at least a 
mastery and appreciation for them even if some 
(Like tyi4) didn’t reach that stage. The GENERAL 
was fulE of articles which could he enjoyed if not 
for their quality, but at least because you knew 
what they were talking about! What with the 
volume of newgames and the lack of volume of my 
time available for gaming, the GENERAL is read 
now with perhaps less enjoyment as the average 
issue has mostly articles about games which I 
know nothing about. El is interesting at least to 
learn what they are about- 

It seems that wargaming has changed, 
broadened its scope and appeal, and of course the 
GENERAL has followed this trend. However, I 
think that the indepth coverage given in (he recenl 
issues to some of the new games must be done with 
care—that is, don't over do it as I feel you did in 
Vol. 13, No. 2 with WS&IM taking up so much of 
the Issue. Really, there only seem to be two articles 
in the issue and if you aren’t interested in fVS&IM 
and or DIPLOMACY the issue is just a waste. 1 
am interested in the two, but please try not to make 
the issues quite so specialized. I feel that the in- 
depth coverage is a good thing, but just no so much 
of itE 

On another side, thanks for publishing 
(finally) my Imperfect Defense article in Vol. II. 
Mo. 3. I find it funny that the letters about it (Vol. 
12, No. L, Vol. 12, No. 3 and Vol. 13, No. 2) have 
referred to the photographer (Dick Bartlett) as the 
author!! Oh well. I have taken the criticisms of 
Robert Beyma to heart to the extent of pulling 
back the stack of 4-6*s at CC-14 and using a more 
conventional defense on the Bug River. The 
defense south of Hungary is the same except for 
replacing a 2-3-6 wiLh a4-6-4. There does not seem 
to be much to do about the possibility of a big 1-2 
on Brest except to grin and hope for the best. The 
defense is not the best possible, that’s why I called 
it the Imperfect Defense. I wrote it in response to 
some really poor defenses I’d seen published. 
STALINGRAD does appear to be a balanced 
game to me now with the 1-2 and 2-1 a necessary 
part of a German's tactics. A properly adminis¬ 
tered 2-J can do wonders for the next few months 
of the war. 

You are to be congratulated for the publica¬ 
tion of RUSSIAN CAMPAIGN It is so different 
from S'GRAD that at least to the game player, 
there is no overlap. The few that I’ve tried were 
really something. 

I guess that the diversification of wargaming 
means that we must really specialize in a few 
games even if you insist on bringing out more 
and more new and fascinating ones. Well that's 
life. Good Luck nonetheless. 

Dr. Richard Shalvoy 
Lexington, KY 


We are aware that we are gambling, each time we 
put out an in-depth issue such as Vol. 13, No. 2, 
but feet that it is necessary if we are to provide truly 
meaningful coverage of a game. The policy is not 
unbreakable however . and we will continue to 
alternate the in-depth approach with seat ter gun 
coverage in future issues. ~~£d. 


***** 

Dear Sirs: 

E purchased a copy of your new game 
TOBRUK several months ago, hut I did not get a 
chance to play it until recently. Now that 1 have 
received the revised rules for TOBRUK I have 
made a concentrated effort to learn and play it. 
Learning TOBRUK d\d not require as much effort 
as I had thought it would because of its new 
learning system and because it has been so 
enjoyable to play. I have just about finished the 
process of Learning how to piay TOBRUK, and 1 
am very pleased that I purchased it and took the 
time to team it. Al present, I have a collection of 
over one hundred wargames. and I believe that 
TOBRUK is the best of them all. I very much like 


Letters to the Editor ... 


its new game system, and I hope that more games 
can be produced using this system. I would like to 
see it applied to the same kinds of situations as 
your earlier games PANZERBLIT2and PANZER 
LEADER, and I wish that games using the 
TOBRUK -system could be developed dealing 
with tactical combat in the Pacific theater during 
World War Two and with modern tactical combat 
situations {maybe set in the Middle East). If it were 
possible, even though the type of weapons used 
might be much different, I would also be very 
interested in a game which would apply the 
TOBRUK -syslcm to tactical combat in World 
War One. I very much believe that TOBRUK's 
game-system is a revolutionary design which 
could and should be used in future tactical 
wargames, and 1 hope that you will soon begin 
developing more games using the TO BR UK 
system. 

In addition, I want to tell you how much I like 
your other new game WOODEN SHIPS & IRON 
MEN. I have found it to be far more playable than 
the similar game published by your biggest 
competitor. It might be that some day its 
game-system and something like the TOBRUK- 
-system could be combined to produce what 
would probably be a very excellent tactical naval 
game. 

Jeffrey R. Smith 
Columbus, OH 

itlcjfitic 

Dear Mr, Greenwood: 

I have often wondered when you at Avalon 
Hill will computerize your games. As a program¬ 
mer and war gamer (since I was twelve), I have 
often daydreamed about the possibilities the AH 
games present. 

Your games are ideally suited (large amounts 
of data handled in the same manner according to 
set rules) for computer application. TOBRUK , 
with its many die rolls and tables, is one example. 
The computer could generate the die rolls and 
report the results with such speed that it would 
almost be like sitting in the turret of a Pz. Ill 
watching the Grants roll towards you. 

Another of your games which 1 like very much 
and bought as soon as it came out is 1914. l T d play 
it more if it wasn't so much trouble to set up and 
keep track of. The computer could easily keep 
track of all the pieces on the board as well as many 
rules the players would care to utilize. 

Not only could the computer keep track of 
rules and units, it could control what information 
each player has on his opponent’s units. No longer 
will you be able to tell al a glance where your 
opponent’s strengths and weaknesses are. In 
A F RIKA KOR PS, Recce units will have to do just 
that—recon;and in PANZER BLITZ/LEADER, 
you can deploy units behind hills or in woods 
without your opponent knowing they’re there. 

E realize (hat all this can be done now with 
inverted counters (which tend to confuse the 
owning player as well as his opponent) or with a 
third player, but at what cost to speed and game 
enjoyment? 

I mentioned the third player. How often do 
you find someone who really wow.? to be a third 
player? More often than not, a third player takes 
on that role so that such things as hidden 
movement or simultaneous movement or some 
other optional rule can be employed But with the 
computer taking over these tasks, the third player 
can become a contestant in a multi-player game 
without a fourth player having to keep track of 
everything, who can become a fourth contestant 
without a fifth player . . 

And now that we’re on the subject of multi¬ 
player games (which also seem to take forever at a 
cost to game enjoyment), what arc the possibilities 
with the computer in the picture? Five players as 
the commanders in ALEXANDERS Ten players 
in PANZER BUT! I LEA DERI Twenty in 
TOBRUK ? Fifty or more in JUTLAND! And all 
of the players would be making their moves 
simultaneously with no information as to the 
movements of the other players, if they could not 
Logically have information about them. 

The cost of computers today is going down, 
and microcomputers will be appearing in every 
home and wiEI one day replace the television as the 
family's entertainment center. While today, even 
the cheapest microcomputer may be out of the 


price range of the average wargamer, they 
certainly aren't beyond the reach of most wargam¬ 
ing clubs, 1 sometimes fantasize along the lines I've 
outlined in this letter, and l imagine a dozen or 
more wurgamers around the country playing in the 
same game, or even a club in San Francisco 
fighting the Battle of the Bulge against a club 
in . . . Baltimore, perhaps? 

Stephen Kilmer 
San Pablo, CA 


★★★★★ 

Gentlemen: 

Three games have recently joined ORIGINS in the 
“political" category: DIPLOMACY, A7ATJ- 
MAKER. and MR- PRESIDENT The last of the 
three is the subject of this letter, I have been 
playing MR. PRESIDENT for several years now 
and feel that it ls an outstanding product, probably 
the best game of its kind. 

Pud sis may argue that this is a game of 
“chance." Not so! My reasons: 

1) Although the order in which the Ballot 
Cards appear is at random, both parties start with 
identical decks of cards. It's what they do with the 
cards that counts. 

2) In real life a candidate would spend more 
time in a large, populous state than in a small one. 
To reflect this, the player is forced to roll the dice 
while campaigning, lor the dice charts favor the 
larger stales. The frequent number of dice rolls, 
however, helps to red uee (he luck element, for luck 
will even out. 

3) The Campaign Headquarters cards are a 
chance element, but a realistic one. In an actual 
campaign such unexpected events such as press 
endorsements, rumors, and news events turn up 
and alter things. Also, the additional option of 
drawing a card adds a decision point. 

There is one major flaw in the game design, E 
am annoyed that the same dice numbers used in 
selecting states are also used in determining 
eligibility for "options" (going to campaign 
headquarters, advertising, debating). The selec¬ 
tions of states and options are independent events 
and should be treated as such, I therefore suggest 
that after selecting his region (unless he has 
decided to raise funds) the player rolls the dice 
once for his o pt ions (hoping for a 7, EI, or dou hies) 
and then rolls once for his slates. Then he makes 
his decision as to what to do this turn. I also 
suggest that in the "Home Stretch” the player must 
roll the dice separately for the states in each of the 
two regions, 

In short, then, the MR. PRESf DENT g&mt, 
while requiring strategy, is exciting and fascinat¬ 
ing. It belongs in every game addict’s library, 
Hopefully Avalon Hill will look into other former 
3M games not mentioned in Vol. !2, No. 5's 
“Avalon Hill Philosophy.” I particularly enjoyed 
BAZAAR . HIGH BID. ACQUIRE, VENTURE, 
and SLEUTH- I also feel that MONAD could 
survive if the rules are changed slightly so that the 
discard pile is reshuffled before being turned over 
into (he draw pile so as to add uncertainty to play, 
I am anxious to see which 3M games will be 
maintained. 

Bill Hcckcr 

Leominster, Mass. (.11453 


Ed. Note. ACQUIRE, VENTURE, and SLEUTH 
were never discontinued. HIGH BID was, but iw 
have redesigned, repackaged, and renamed it THE 
COLLEC TOR and it will be available again in the 
spring. 

★ ★★★★ 


Dear Sir: 

1 have played countless games of MIDWAY, 
and it has become my pet love of all wargames. 
Long live its creators! However, I cannot help hut 
wince, whenever I read an article on MIDWAY in 
your magazine or gaze at my search counters, at 
your flagrant use of the word “Jap." 

Good Heavens! Doesn't the General Editorial 
Staff realize that this is a blatant racial slur? 


The word “Jap is as an offensive and 
disparaging remark to Japanese-America ns as the 
word ’’nigger 1 ’ is (o Black-Americans, 

In your Series Replays and various articles, I 
am sure this can be rectified quite easily by simply 
inserting “Japanese”. The more difficult task 
would be the changing of the search counters to 
read something other than the word."Jap”. I 
recommend the use of the abbreviation “JPN” or 
"Jpn.’L The former has been advocated by the 
Japanese American Citizens League as a substi¬ 
tute for the more commonly used “Jap" for the use 
in dictionaries and encyclopaedias. It is already 
being used. If this is unacceptable (which 1 doubt), 
then l propose a mere period (. ) be placed after the 
final “p" in the word “Jap" on the search counters. 
After all, the American counters are not marked 
“US” but “ILST. 

As a wargamer, I subscribe to your magazine 
and will continue to subscribe: but, as a Japanese- 
Amcrican who is proud of his cultural heritage, I 
cannot let the use of the racial slur, to which I have 
developed an uncanny haired, continue in your 
fine magazine. 

I trust you to rectify it as speedily as possible- 

sincere Ly, 

Craig Kurumada 

Ed, Note — Thanks for pointing out this oversight 
on our pan. I Veil keep it especially in mind while 
preparing THE RISING SUN for pub beat iort 
later in the year. 


★ ★★★★ 

E^ear Sirs, 

I don’l feel Dean Miller's article does justice 
to RUSSIAN CAMPAIGN in that his complaint 
about a minor point and the editorial rebuttal tend 
to obscure the true “breakthrough." This is the 
type of ga me I have been c xpec t ing (o ha ppe rt a nd 
am glad did. Here is a remake of a well “gamed” 
period of military history which offers playability 
plus confronting each player with a much more 
clear-cut view of the advantages and disadvan¬ 
tages possessed by bo(h sides in (he actual conflict, 
As the German or Russian, these advantages and 
disadvantages have been made on important parts 
of the strategic and tactical choices the player has 
to make. One can truly appreciate the strategic 
problems that faced each side and the scope of 
the game, including the well conceived victory 
conditions, diminishes the possibility of “game 
tactics’’ to avoid a victory condition that would 
have been ludicrous in the actual situation. 

All this and pbm playability tool I'm already 
joining orders with a friend for a second copy and 
predict that this game has a good chance of 
becoming a good selling classic. To me it also 
proves that there is great scope for improvement in 
other well-worked areas (e.g . The North African 
Campaign—a similar redo of AK where the Allies 
have to push Rommel out and not just avoid his 
conditions of victory, the Pacific campaign on a 
reasonable scale, the Civil War, etc.). 

So far. The Russian Campaign looks like the 
best game oT the 70Y 

Sincerely, 

William A. Fa rone 
Bon Air, VA 

Editor's Note: Many others have written similar 
letters and ice think youTI even be more pleased 
ufjb ihe improved scenarios, corrected rules, and 
Sudden Death Victory conditions of the 2nd 
edition. 

★ ★★★★ 

Dear Don: 

Thank you for printing my “More French 
Alternatives’' in 13,3. There is one serious flaw, 
though; the order of battle for Mini-Game 
Dunkirk was left out. British forces within the 
perimeter should be 1(8-8)* 1(6-8), and 2(1-8), and 
1(4-5) Is in hex 721. French forces are !(6-6) in 
Calais, [(6-6) in 722, and 1(6-6) in 723, Belgian 
forces are I (4-6) each in 783 and 784. At the start of 
Turn Ten (the third Turn) these units surrender. 
German forces south of 849 are 1(7-8), 3(6-8), 1(5- 
8), 2(4-5) and 4(2-8). Forces north are 5(7-6). No 
German unit may he within two hexes of an. Allied 
unit at game start Germans have four supporting 
air units, the Allies two British (flying from 
England). 

Phil K os nett 
North Brunswick, NJ 
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i READER BUYER’S SUIDE 

I nni: DIPLOMACY S11.00 

SDIfECf: Multi-player Political Game based ora Pre-W\V[ Europe 


DIPLOMACY was the 29th game to 
undergo analysis in the RBG and fared well 
enough to be ranked tenth with a cumulative 
rating of 2 60 despite its old age. Although the 
game was acquired by Avalon Hill in 1976,. it 
has been available in much the same form 
practically since the birth of I he warggme 
hobby. The AH version remained faithful to this 
timeless classic save for an enlarged map- 
board and cover art patterned after the highly 
successful English version. 

The Components rating is perhaps the 
most interesting as it is the first rated game to 
utilize three dimensional pieces (different 
colored and shaped wooden blocks). The 
■*suiting 3.1 3 was only the 20th best score in 
■ this category to date and does not bode well for 
i those who would favor an end to cardboard 
counters. 

The only drawback to an otherwise strong 
showing occurred in the Realism category 
where it ranked a poor 25th. Being a somewhat 
abstract multi-player game with a game and 
combat system based entirely on player 
interaction rather than historical capabilities, 
this is as it should be r for DIPLOMACY is a 
simulation in only the most general sense. 

Elsewhere the game fared consistently 
well with outstanding performances in Ease of 
Understanding (2nd} and Play Balance (3rd) 
speaking well for its classic game qualities. 
The game remains highly popular today 


whenever gatherings allow for a full field of 
participants, as evidenced by the record 
attendance tournaments at ORIGINS I & ll. The 
required 7 participants is widely recognized as 
the game's major drawback and is partly 
responsible for spawning a postal DIPLOMACY 
hobby wherein enthusiasts play in any of 
virtually dozens of privately operated fan 
"zines. DIPLOMACY, more than any other 
commonly accepted wargame, is widely recog¬ 
nized as a hobby in itself and those interested 
in pursuing it further should proceed via the 
DIPLOMACY WORLD journal advertised else¬ 
where in this magazine. 

The playing time of SVj hours is somewhat 
exaggerated and can he cut by reducing the 
time allotted for negotiations. 


U riiysiuai quzmv 

2. Naploard. 

...... . ... 

.....2.26 

1 Components 

3*13 

4, Ease if Understanding 

1.87 

5. Completeness <f Riles 

.2.39 

6. Play Balance 

.23)9 

7. Realism. 

.4.57 


I. Excitement Lent.... 2.30 

3, Overall Value ... ...2*43 

10, Game length ____5 hr, T 26 min. 


Sag ©ISSMBDS!! SB®^ 


TOBRUK: 

■ If a unit is fl ring co unter-baUtry. can a n tnciny 
battery attempt to locate if even though it is NOT 
firing onto the map board? 

A. Yes. ANY type of off-board fire makes a 
battery liable for counter-battery locating 
including counter-battery fire. 


that unit has already shown itself in a good cover 
state on the previous turn? 

A, No. Enemy units under entrenchment counters 
may not be examined. 

Q, May Carriers Ere Bren guns or ATR's from 
inside weapon pits? 


GENERAL BACK ISSUES 

Only a limited number of GENERA L back issues are available for $ E.5Qcach plus normal postage and 
handling charges. Due to Low supplies wc request that you specify an alternate for any selection you make. 
The index below lists the contents of each issue by subject matter; feature articles are designated with an (*), 
series replays arc italicized, and the number following each issue is the reader rating of that particular issue. 


Vol. 7, No. 2 
Vol. JL No. I 
Vol. 12, No, l 

Vol. 12, No, 2 
Vol. 12, No, 3 
Vol. 12, No, 4 

Vol, 12. No. 5 
Vol, 12, No, 6 
Vol, 13, No. I 
Vol, 13, No. 2 
Vol, 13, No. 3 

Vol, 13, Nrt. 4 


4 miscellaneous, Anzio. Bulge, Jutland. Blitzkrieg, Waterloo 
*Hulge, Anzio, 2 miscellaneous, Panzcrblitz, 2 Luftwaffe, 1914, Gettysburg 
*1776, Anzio, -miscellaneous, Panzerblitz, ChancelLnrsviLie, Panzer Leader, Stalin¬ 
grad, Tactics II . . .2.57 

*3 Tobruk, PanzerbHtz, Bulge, Blilzkrieg, Panzer Leader. Stalingrad . . . 3.1G 
*3 Jutland, Waterloo, miscellaneous. Third Reich, Chanceilorsviltc . . . 3.96 

* Alexander, Afrika Korps, 3 miscellaneous, Panzcrblitz, Midway, France '40, 3776, 
Panzer Leader, Stalingrad . . . 2.64 

* Panzer blitz, Anzio* miscellaneous, Afrika Korps, Blitzkrieg, Third Reich . , . 3,22 
*C'hancelIorsviLie, l-US-cS EM. miscellaneous. Panzer Leader, Stalingrad ... 3.42 

* Luftwaffe, Panzer Leader* 2 1776, Waterloo, Kingmaker, Alexander . . . 

+WS&IM, Diplomacy* Third Reich . . , 3,32 

♦Caesar’s Legions, Midway* miscellaneous, Panzerblitz, France ’40, Kingmaker. 
1776, Stalingrad, Russian Campaign, War at Sea . . , 2.53 

♦Tobruk. War A t Sea. Stalingrad, Third Reich, The Russian Campaign, Panzerblitz, 
2 Miscellaneous. . . 3.26 



RUSSIAN CAMPAIGN 
UPDATE 


If you own the Mail Order 1st edition 
version of RUSSIAN CAMPAIGN you can 
update your version at minimal expense by 
following the instructions below. 

We will send you the new RUSSIAN 
CAMPAIGN rules free of charge in exchange 
for your order for any new game and a copy of 
the old ru I ebook cover —OR— a copy of the old 
rulebook cover and 50C for postage. 

The new counter sheet for RUSSIAN 
CAMPAIGN is also available for Si.00 plus 
25b postage. The new counter sheet is not 
necessary but does include increased shading 
for double impui&e units, variant counters, and 
modifications to the Hitler and Stalin pieces. 


A. May forward observers spot targets while in 
full cover? 

A. Yes. 

Q. May indirect fire weapons acquire targets 
which are in a full-cover state? 

A, Only if those targets were previously exposed 
by movement or by their firing Units that remain 
in full Cover without firing, moving, or changing 
their cover state may not be fired upon by any type 
of weapon. 

Q May the opposing player examine a unit in fuLl 
cover by looking under an entrenchment counter if 


WAR AT SEA 

Q.Can P.O,C, gained ever go over+10 on the PQC 
Chart? 

A. No- 

Q. Arc Germany and Norway one and the same 
port? 

A, Yes; they arc considered one combined port. 

LL Can carrier aircraft ever attack ships in port? 
A. No. 


AVALON HILL RBG RATING CHART 

The games are ranked by their cumulative scores which is an average of the 9 categories for each 
game. While it may be fairly argued that each category should not weigh equally against the others, 
we use it only as a generalization of overall rank. By breaking down a game's ratings into individual 
categories the gamer is able to discern for himself where the game Is strong or weak in thequalities 
he values the most. Readers are reminded that the Game Length category is measured in multiples of 
ten minutes and that a rating of 18 would equal 3 hours. 
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WARGAMING T-SHIRTS 


The war gam ing t-shirts are now available and 
although these black and white photos do not 
poriray the vivid colors and sharpness of the 
artwork you can take our word that these shirts 
sport an exact full color likeness of wargam¬ 
ing's most widely recognized box cover 


The back sports an enlarged, silk screened 
version of the Avalon Hill logo. The neck and 
sleeves feature attractive red collars ro present 
a very pleasing overall appearance. 

The shirts sell for $5.00 each plus the usual 
postage charges based on the dollar amount 
of your total order. Be sure to specify size. 
Maryland residents add 4$£ State Sales Tax, 
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VoL 1 3, No. 4 of the GENERAL was rated at 
3.26 by responding readers. The individual 
ratings based on our 1200 point maximum 


scoring system were: 

TOBRUK Combat Expansion.. 245 

WAR AT SEA Series Replay.201 

Taking the Offense in STALINGRAD . . 200 

The Gamer s Code of Ethics.168 

But What If .....153 

Blind Free Kriegspiel., *.. 96 

Avalon Hill Philosophy. 81 

Increasing Infantry Firepower. 32 

Rest of Calculation .. < ,,.,. 24 


DIPLOMACY captured TOP GAME OF THE 
YEAR honors in the annual competition hosted 
by the prestigeous English magazine GAMES & 
PUZZLES . Other Avalon Hill games placing high 
in the British competition included KINGMAKER 
(5th) and SPEED CIRCUIT (19th), We will be 
reintroducing SPEED CIRCUIT to the American 
market this spring with improved rules and 
components. 

We expect only two price increases in 1 977. 
As of February 1st both WAR AT SEA and 
TACTICS // will sell for $6,00 instead of the 
previous $5,00. Inflation marches on. 

To make way for the switch of RUSSIAN 
CAMPAIGN to the retail line, STALINGRAD has 
been switched to Mail Order only status. You'll 
probably still see it on store shelves for months 
to come, but bulk shipments to retail outlets 
have stopped. 

We no longer stock blank hexsheets (PAN- 
ZERBLITZ hex size) without grid co-ordinates 
printed in each hex All future orders for hex 
sheets of this size will be filled with sheets 
containing grid co-ordinates in each hex. 

Reader Dave Glewwe informs us that the 1 si 
SiouxFalls, SD wargame convention willbe held 
April 23rd and 24th at the 11th Si. YWCA. For 
more information write Dave at his 312 N. 
McKenzie, Luverne, IVIN 56156 address. 

More and more full service wargaming 
centers are coming into extstance to serve the 
growing wargaming community. One such 
establishment is HOBBY LAND at 343 Lincoln¬ 
way West in South Bend, IN which sells AvaJon 
Hill games and the GENERAL and then refers its 
customers to the local club headed by Mike 
Phoebus. Interested parties can contact Mike for 
more details at his 824 W. Colfax, South Bend r 
IN 46601 address. 

Reader Richard Loomis of Scottsdale, AZ is 
already organizing his trip to ORIGINS III in New 
York . . . by bus! Richard is looking into the 
possibility of a charter bus originating in Los 
Angeles for the cross country trip. Cost is 
estimated at $ 170 roundtrip but only if 38 people 
sign up for the charter If interested, contact the 
’Flying Bus Service" at P.O. Box 1467, Scotts¬ 
dale. AZ 85252. What a KINGMAKER game you 
could have on a Transcontinental bus trip! 

Twin cities readers will be interested in the 
activities of THE OLD GUARD. This wargame 
dub meets for board games every Sunday be¬ 
tween 1 and 6 at the 6th Precinct Police Club 
Room at 2639 Nicollet Ave in Minneapolis 
Further information is available from Member¬ 
ship Chairman Frank Manos at 7224 684. 


Infiltrator’s Report 



Tom Shaw \ right), Avalon Hill Vice President and F00 TBALL 
STRATEGY designer, congratulates Carl Slutter for winning 
Super Bowl IV. 


Carl SI utter took top honors i n the Ava Ion Hi I f 
FOOTBALL STRATEGY League by besting Doug 
Burke s Cleveland entry 40-7 in Super Bowl IV 
for the most lop-sided play-off victory in the 
history of the league. SlutteFs Dallas team ran 
up a 12-2 regular season record and then 
proceeded to the Super Bowl with a 39-13 
victory over George Uhl's Falcons and a 22-17 
win over Paul Gueeney's Saints. Doug Burke 
finished the regular season with a 9-5 marken 
route to play-off wins over the Bills of Dennis 
Yost 33-28 and Wes Coates' Raiders 24-7. 
Slutter won $100 plus possession of the 
league s rotating trophy for his mastery over the 
28 team league. 

More evidence of the rising acceptance of 
games as a new form of literary expression was 
the Game Day held by the Wyandotte Bacon 
Memorial Library in Michigan last December 
4th. More and more libraries are turning to the 
circulation of games as a way of increasing 
public interest in their services. Among the 
many games which were eligible for two week 
' borrowing" at the Bacon Memorial Library are 
1776 and TACTICS II 

TEAM ITHACA seems to be opening up a 
lead in the 1976 Avalon Hill Team Champion 
ships gamesmastered by Nicky Palmer of Den 
mark. Their most recent advances came as the 
result Of a double win in WATERLOO against 
YOGWC. 1975 AH 500 finalist Pat McNevm was 
the victim. 

Interest Group Baltimore and the Avalon Hill 
design offices have moved to 900 St. Paul St, in 
Baltimore. The gaming public is invited to attend 
the Saturday game sessions every weekend 
from 10 to 5. Half-price, damaged games will be 
available for sale at this location, but parts, 
magazines, and new game purchases must be 
made by mail for the time being. 

In order to give readers a longer time to 
respond to the contests we will accept entries up 
to and including the day the next issue of the 
GENERAL is mailed. This means that the ten 
winners of credit vouchers for AH merchandise 
will not be announced until the second Issue 
after each contest appears. 


Only Robert Medrow of Rolla, MO found the 
correct solution to Contest No. 73 as listed in the 
last issue of the GENERAL , The rest of the 
solutions were graded on their probability of 
preventing the Russian invasion and attack to 
save Stalin. Rounding out the top 10 puzzle 
solvers were: P. Devolpi of Lisie, IL; P. Siragusa, 
Houston, TX; J. Clemente, Houston, TX; K 
Septon, Eugene, OR; J. Culpepper, APO, NY; G. 
Hili, New Castle, PA; J. Stahler, Silver Spring, 
MD; B. Scott, Cherry Hill, NJ; and R. Kolish of 
Homer City, PA. 

Following is the solution to Contest No. 74, 
An asterisk indicates that the unit was the 
southernmost Of two *'B" units in the same hex. 
Two asterisks indicate charging cavalry. The 
number following the dash in the Pinal Hex 
Facing and Units Attacked columns refers to the 
correct explanation in the Notes column. 



Final 

Hex 

Units 

Unit Moved: 

Facing: 

Attacked: 

Agema Hy pas 

LBN 

_ 

Thessalion 

L6NW**~1 

Uxian Infantry—2 

1 Cav 

Macedonian 

N8N* 

2nd Chariots 

1 Arch 

Macedonian 

08N* 

2nd Chariots 

01 Arch 


IAV) -3 

Greek II 

M7N 

Uxian Infantry -2 

Phalanx 

Agrianian 1 

N7N 

1st Chariots 

Jav 

Agrianian II 

N7N* 

1st Chariots 

Jav 


(AV) -3 

Cretan Arch 

010SE-4 

Parthian, 

Balacrus Jav 

N9NE-4 

Persian HA (AV) 
3rd Chariots 

Thessalion If 

08N** 

3rd Chariots 

Cav 


(AV) -3 

Lancers 

M10 * * 

Albanian Inf, 

Allied Horse 

M9SW** 

Maid Arch (AV) 
Scythian Nomads, 

Ale xander 

P10 

Dehae HA 


CONTINUATION — {Contestants did no) have to 
supply) 

A. Now execute the AV against the Uxian 
infantry 

B. Regardless of the results of its 11 attack the 
Royal Companions Cav I will hold its 
position. 

G, Advances after A Vs: 
fi) Thessaljon I Cav to PI9 

(ii) Indian Cav must retreat, can not (5), is 
eliminated 

(hi) Thessalian || Cav to L7 
(iv) Lancers to M9 
tv) Allied Horse to L8 

tvi) 1 si Bactrian Cav must retreat cannot, (5), is 
eliminated 

NOTES: 

1. Moving through the Macedonian archers 
(quostion Y at the end of the rulebook), 

2. Not executed yet - see continuation 

3. Standing chariots halved against enemy mis¬ 
sile fire 

4. Skirmishers passing through fully stacked 
hexes 

5. Must retreat because other unit in hex was 
eliminated 
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THE GENERAL 


OPPONENTS WANTED 


OPPONENTS WANTED 


OPPONENTS WANTED 


Reluming in eairiinc after H meruit ahscno:. Must 
phut AK and especially ws&im aIw) ftf P*nl,d, 
Mid, 1776 and others. AREA I2II0Q Mr pbm. 
Hunt Bul k halier. 3600 Heritage K,. Mobile, AL. 
3ftftl W. 343-0611. _ 

hi Mil'-n.c ijpjVirveni unde* 15 warned for Rliiy, 

DD, Gem, LufL, 3R. Michael I [unlungton. 4519 
Pmc M<ii.i|H;m'i Rd „ MOU main Hfiiiik. Al. J52 I j . 

Novice sucks phm fur Itlnr. AREA raLed &U9ulso 
looking 1 111 u-'J.fjjart'iiiijj club- I n Anchorage, Prefer 
bask lilhe. hul prill plat advanced garnr. Grant R. 
Me ISridc. AGU 4 ij'irtf,, Ft, Riehu rd^m, AK 
■MStlS. 172-2350._ 

OOPS Phoenix SstraLcify OI)fllpies. 177ft ant) 
At Tournaments. coming up soon. I'ai-.'.lhall 
league stairs forming in Ink summer expansion 
teams wan Ltd. For in li.i. eomaei: Dave Slick. 8226 
f Arils Dr., Scottsdale, AZ KS251. 945.62it9. 

Ad nil gamer. 2'. novice In average wants sober 

a dull- lor phrll. BB, Uhl A Guri. JA'i || also play Pan 
heginner. Anvone in area will play £1J. Jim Ropers. 
705 Walker St., Ml. Hume. AR 72953. 130 I) 425- 
4 ]%___ 

Player with. 3 years experience need-; menprhlniri 
ia-iLl 1 hate (> 1 « ID game* Art I here pryelahsui 
i he ArLiocb area? Only ftf. will ftarn alm-usl 
anything, Sean Foram tr.H.iK Hart our Dr.. ,\n- 
riocti. C'A 94509. 757-7996. _ 

Wunird: ape IM-M.IU lor Gen. RW. Die. Willing 

to learn anv other flames. Avahn Wynar. JO2 N. 
Ctes-crri. Brtffly Hill*. CA fUttiq. 275-2jt2i. 

AREA rated 9U9 adult warfjrrter seeks pbnt in 
BlnlZ a Ad 111 A. Wj|l Ilf oi h«r AH g, lines locally. 
Also seek info. on any lueal tilths. Mickorl 
McHugh. 4|7| Toyon PEuee. ChMco Valley, CA 
94546. 53X-8I99. _____ 

Opponents for ftf jR. Oris, Pan, L.uft, and 

Tobruk. Tone Strong, L002 Cuyamaca As*.. 
Chula Vy-ra. CA D2l.nrI, 42ri-A4H4 _ 

Worrhiy uppnnenl wanledl liw pbm in AK. NOrt- 
AKf a‘, A|-j.'i ftf At, lift, Mid, RW in Soalliern 
Marir Co.area.Miles Lehman. 10 Hill Path. Curie 
Mi'Uera, L A U4935. 924-3293, _ 

L.i Miiiriq for ftf opponents? llic sublisting from 
yitur immdiate area treiirt toy list ft (nw 9900 
wj-r^imer- n. in.iiluble for three 13c stamps and 
I he ZLR code map from your phone hen A.. Send 
infti. ur yourself for inclusion, Andrew Phillips. 
|2U Oliver Sr- Dufy CLiy, CA '341114. 

Any gamers or antelopes in Antelope Vallcyt 

Opponent!* mobility gntni ny. newslerierfsend 13c 
for sample}, affiliates from llic American War- 
pnrtirtr AaiodailMi. Membership SS per vwr. 
ICtvinSlimnk, P.O. ISikt 3514, Edwards AFB.CA 
93513 fURi-r Z51M743. _ 

Age 15 run ice wanik pnimpi phm, ftf: H.C. Pblitr, 

1736. RW. rail;, ak.. wdiiiiE to team “Spores 
games.“ Kinf-M. Ruck issue scenarios 1 Tor abnvej 
wanted. Al Diekersin, 4421 L'rocltr, LfS An- 
eeles, <.'A Own. ii|.3i S3i-752i.__ 

Pbm npponenls wanted I lit solitary area player. I 
Iihve DD, Ak. RR, Pan, A lea, Grad, Tac, Wat, 
Panl.d. Need kits kir last Lhrcc paiiles Ibhit K. 
Hniltv, Id ID Mills Ave., Mndestn, CA 95350,521- 
0457.' _ . 

Cn(‘N m.ir j.ime qruiiji ftt for AH game: esp: 

MulLi-playcr hke Kinjuivaker arid Eh pi fill Of} 
Metlk every Friday. Everyone welcome. Jim 
Hlinchet. 19536 Minnehaha. INeirtllrii|£t. C.A 
91320, iil3i _ 

hit oppunents wauled in lire Berketej-Orkljriid 
area. I am 22 and am h veteran wirgamer juu 
reenrerinq active pLav. Doug Mogka. 340 Alta 
Vibla. 4?5~ Oal.larid, CA 94610. <413i 332-™ I ■ _ 

Adult jtimer milling nrhens in participate in 
weekly Friday fl f mcelings. M isesl all games played 
in all skill It-th, tf iniensated please c*H Steve 
SpiiiiU:-.. Il>7 Esplanade JT77, Pacifica. CA 94044. 
359-69KK.___ 

Will phm I’jn llristher Will phm Fr L 40, Arndts. 
We're AREA members. Will try again to git 
people for pAni Orig. ,1 im-Onn MiichcLl, If, 1 1 
1'urnslonc Dr., rtcasanton. CA 945hh. b46-Kar^ 

AREA r?XI player phni Fun, Bliir nr lit" PanL.d, 

3tt, FrtllqTac, AK, Tobrak and others. Anjfddbs 
ardlind. Jay Arnaij, 11 ID Vis PintHCls, Riverside, 
CA D2S07. 7h7.K645c _ 

AREA raicJ MOO. OdtH anyone in ftf anything! 

Nw mercy r White flap> rented cheap-. Good losers 
prelerreti. Haw games Slid fiseners. will travel. 
Alan Etnrkhi, 2922 Ancler E.n.. Rosttmuor. CA 
9QTM (ZI31 59K-5Z45 _ 

The Marin Marauder nteds atluh, somtwhere in 

middle Marin. Needs new opponent ftnr Bond 
fames. Will Elf Ah. Pan. Panl.d. Grad, Alra. 
1776. and w,at. Victor Iteck. 90 Rropkmesd Cr., 
San Anselmq CA 94H60, 4S7-92M7. _ 

Aduli fti sir pb*u opponents wotneil for sny aH 

wjrg.ime. Jnek T. Avery, I U iltenda k Dr.. 5ao 
Dirgo. CA 921 ID. 5if24f 199. _ 

Afti-A rurect player wanes pbm in Pan, RW', 

'Grad. Wat, AX. aim ftf any AH game. Arty rnulti- 
playtu ftf for 3W in Nan t*cgfi7 DitU a. Perfeam, 
iDJh Cheiswionh lllvd.., San Diego. CA 92107, 
(7 i 4| 224-79H3- _ 

Anyone j.iug*sa«l m ft-rrming warsanie club i Ft. 

Si. league write: Marl Cemy. 340 5i4orktr»n 5L.. 
S.KCA 9410k. fiA.'I.U'W-N- _ 

A R f.A >0(1+ looking fur phm 'Grad, Kricg. AK. 
Play for fun or lor Huod r Rf others in !s.J aren 
WiLI answer all inquiriest. Mike Ifaraslcr. 1523 
Cherry Garden Lnrtc. Nan Jost, CA DJiJS. ?40«) 
2h4-KtlD7 

AREA I5UD player louKing for p*tm Fan, Panl.d, 
AlC. RR. DE> I f.JGaarE, Grad. Also looking for 
ftf in Orarutr CirtltViy art*. E«ri Ryiin, 4517 W. 
Ooktleid. SLtniii Ana. CA 92703. [7141 531-5534. 

Cannon foddrr needed Klf All AH. All F.A 

11i:o nm yeL tested in eombil. I e nny Carpen¬ 
ter, 516 E. Orange N(.. Sailta Mani*. CA 9,14M. 
D22-ftSh. ___ = __ 

College student seeks ftf Oppotwnts in 5+.R.J.C. 

'. u,iriiy. of Santa Rosa. Prefer So ftf in: 3 R. Panl.d. 
Pan. P,uCampaign. AX. UH-. "OrRit or Wui. 
XcriP ftnrl-f, A pi. SI 2, 101 Ellioll Ave.. Nan la 
Rnsti. CA 954DL 


s-fvd mere area phm opponent* in Alex, RR, 
Panl.d, Fr'4D,'Grad,WBAIM.No kilt My rating 
120n. Docs anybody have n phm system for 
Xingmuke/. * 1 * Mike fianderlov, 3] 76 h". Divern nn, 
S-imi VaLfty. CA 9306.3, s3Q5i 526-4191. _ 

(,'niesied ARbA HUD pltiver nee+lx phm or lit' 
nfipnnent for 13Ik, tirad, Wat, R3V. 3R, DD, 1776. 
Dan Smiiti. 9M5 Emerado Dr.. WhilliET. CA 
91,1(403. tei7-fI'Dy _ 

Help! ftf S. Trooper. Mid. Alee, pbm AX. terieg. 
Grad. Alex, win jo boll' wsy on pbrn hit, Ren 
Lisnia. 29J2I Sherwond Rd.. WilliSs, CA 9549D. 
459-471 n._ 

Ave rage player seek ing xam: Tor pbm DR. l K rcl r r 
Anrwkanail] rales except l-wsv wither. Seoit 
Mufsefcy, Ito* 514, Wafford lights, CA 93135, 
(7141 376-2971, ___ 

AREA girner wants Lu fir most hoard games, ciah 
in South Driller melro ante. Jim Crawford. 5677 
W. Cbsximil Ave., LiLl3eSon, CO BO] 23.f303197D+ 
5745__ 

1 am rexponsshlc II prompt player. Would like to 
phm RW only. IXm’i hast kins, Dric Stephenson, 
5667 W. Clicslnui, L.itLlclon, CDSOID, (3D3) 979- 
56AS._ 

Acihiurg: Wargamerx unite! Wt have a club in 
Longmont. Pcf nwsi tames 1 want pbm Pan. 
Fr'4h, pri mitive pbm 'G rad. Call or write me for 
details. Mark Limenh, 1227 TMrdue Dr„ Loctg- 
mom, CO WHSfH, 776414k I._ _ 

Nrwly rated. luOkirt{ Iut oppOsleilt and s-ystc-m to 
phm IV A.51. Al-rfi wiUipg In uy pbm DD. D. L, 
3"tnrh. List C-65. Lowry A.F.B.. COX023D. 322- 
04 j |___ _ 

Phm npponetiL wanted I nr lllitx. I am a novice 
player and new to pbtn. Jim Kriltr, 6 ClolTt Line. 
fthKirmiield. Cl ;:r-i.i.._ 

Average player woald ii^j- Lu pbrnopponenls AX 
or GvLI.urbolh. ralmg 1200 Mark L' (.'appdeinte 
527 Ocean Ave., New London, CT 66320,1203) 
4-17-1149._ 

Due tij un or^ginLuiionil misbap, would Ran 
Hua-; and Dun SmiLh please eniilAtf K, Vic 
Rr l'i i>k. Jr or me with regard to 1914 club. Vnur 
addresses were misplaced. TNX. Raul Hannah. St. 
Andrew's. School. Middleiown. DE I9J09. 

Pbm 3R. AK. 1914. Krieg. Rlitr. some ulhsrs. 
Thom MeCiirn. |719 JTih Sr., Orlhndo, FL 32305. 
4220^1 _ 

A I! I; A ijljlj player 10*1 mg for nned anme* phm 

in Pan. DD, Ulilx, Grad, ushers. Will play mo:I 
games ftf, l.«Hl plnyera, ctulbs. plwsecorunct me. 
Eris Redd neh. 2375 Nornic HywayP231. Prnsroo- 
k. FI. 32503, 4JE-91gj._ 

AREA 12 yr. old wants 11 1 opponents for 3R. UR. 
AX. RW, DD, 'GahU Russ Cam, Mid, 1776, 
Fr'4D. Nerve Mixsell, Jr., 601 NW 7JLh A>e.. 
Phinthtion- FI . 33317, 5 h 4 - 73 i>t_ 

Arlington Conflict Simulations Society nwel■; 
fliufsday* t P.m, Pwirser Park, Fieldboo«. Jod 
S. F'emander, Art. I lgl*. 1'Tf open gaming, AREA 
and Aon-rattd Call for infomnntlon or directions, 
Boh Haden, H24 N. S.iltni, Arlington Hts., IL 
60DIM. 392-2294._ 

Ik yr Old ae-fWite w H m* fif opponent in Harring¬ 
ton area. Member of Arlington Conflict Simula- 
Lion Norkly 7-11 p.te. Ihtlfa. PteirtrCr Park 
Fieldhouse, Arlingtisn Field. Fred Luehring, 2IH 
E. Tovw=t Dt- Rarrinelon, 11. 6WID. 526-6027. 

Phm opponents w tinted-1 hm A llicd pteyier in DD 
and Gcrnian player in SB. Tournament rules both, 
gantes AH optionn! rides in RR Hemry A. 
Nolomun. 202 Meadows, Uourbonnais. 11.60914. 

At‘t ad ult from mwcsi Chpcais seeks so me tor ftf 
W.ti IM, 1113. Pan, AK, Guad, PaaLd, any clubs 
■n Jellersim Park area T Ray LilXiewk^, 4HJ6 N 
Linder. Chicago, II. 545-63111^_ 

Ft I BR. Ju(. Oul. Pan. R W. 1776. Tae. WN&1M. 
Starship Trnoper^, phm-ftf AX. Will learn, new 
gamr-; play any stele. All k-fters. calls answered. 
John Porsnsh, 27J7 S. Tripp, Chicago, IL 611623, 
521-2197. _ _ 

Novice seek* opponent for phm Pan. Will play nny 
siluaLion. eiLher side. William Rutile. 1522 
Hende-jxisn Use-, jjl4 S. IJniv. Ave., Chicago, IL 
6D637,13121 753-224P. _ ’ 

h’v'a ryanifr* Club needs new memhem. Wide 

varir ly of hoardgamc.v and minialurrs arc played. 
Coninct: Tctg' Rnul. 4iDif 12th St., 3A. East 
Moline, IL 61244. (3D9l 755-ID72. 

'c'ou ng aduil. age 24. weks pbm lor Rths. Camp- 
Will reply to nil. Michael E. Mugler. 2E6 Laurel. 
Highland. 11.62249 _ 

AH:BA opponents wanted. Russian Camp., BR, 

DD, 1776, Grad. Ando. Wat. Alex. ftw. pbm 
only Looking for Adult pbm'er. Pmmpi reply in 
alL game*. Thomas M. Nolan. 215 Tallmaft, 

Romeovillf, II. 6Q44I. |'k|j] kkt-OJD? _ 

Rbm Cirnd, Wm, l.uli, iictL, ftf l' r'40, Gcli, Wat, 

Grad. Douglas Gardner. 15 5aratue*i CL., So. 
Eluin. IL 60177. ^H 2-639D _ 

A l< FA rated opponent wanted for ftf or pbm 

Fr'4fl. JR, 'Grad. DD. Wat, Billc. My rUltfui 15UD. 
Starting phffl DIjJ,. send SASF- All leUers 
nnswered William Boros, II, 500 E. 16Eth PL 
5kH.. I L 60473- (3121 339-3359. _ 

Jm a Conflict Nimulurlon 5iociely! Quarterly 

magarine. pbm leagues. Pro: wanl-adv. additional 
patlierblill lmin. Send BASE fnrimfo! 3smT«eLa, 
1710 Cherry Court. WTiraturi. IL 6(11K7.66U-DPSI. 

Luke Cenrnil War Game* Cluh challcngtes any 

clah or group or -nurgamrrs in Ilf £l!tK- 6f JR or 
giant PntVftanLd game. Bradford Enslen, 1527 
Sheffield Avr., Dyer. IN 46311 - (2191 Kfr5-iJ351. 

I'lf opponents wnnieit. Average adult player with 

most All games and many oLhers. Like gaihrs that 
a« plRjable in Hjne silling. Prefer evening 
conLacts. Gregory Hacb. 3492 ShcrbUfliC Ln, 

Hid p|*. IN 46212. 92rk.j7^. _ 

I lev! L.ogaolaod warrairtcp'sl Where ait VMf* Fhm 
or ftf Rulgc, Fr‘40, Rum Campaign. Haw no kils 
but will buy! I'm also gctliitg Mid. Jttl, BkSl 
HroOkS Tcilberi, 2 Ml ft- £ Broadway, Loganspon. 
IN 46947. (219)722-1850. ___ 

Adult ARE-A wishes phm AREA for Mid, AX, 

DD, Pao, PanLd. RC. u nftke some, will aoswrr UR 


mtifs, Mike Fateley. Rt H|_ So* 35.A. Rosxville. 
IN 461165._ 

W'argame cluh forming in South Bend-ELkhan 
are* I Great ftf competition a phone call awayE 
Present member* own 3R, Pan, 1776, K-makCf, 
Grad. Others, lulu call Michael Phebusv, K24 W. 
CuLfux, South Rend. IN 46W)I. I2|9] 234-1412. 

AREA I SOU phm AX. WaL (me French) Greg 
Hopper. Box 393 Row-Hlllman. Terre Haute. IN' 
47X93. _ __ 

15 yr. old heeds ftl or phm uppunents Tor Pam 
Fanl-d. SB. Tac, Russian Crimp, k'rn'iee requesi- 
jo[j me rate or novice OpportenL MichaeL Hustr, 
RRJ72 Svcamoie Rend, Kioosvilti. IN 4hl>7T, k73- 
3763 _ 

11 war old warn* io pl*y jpvorw fif Have DD. 
Xi'ieg. Luft. Tae. JR. Jason McCoy. 9223 W«4 
I IIP T err., OyerlniH) f^rk. KS t'C-IlI. 5X1-6X96 

(.iueel I ?fy r". old will pliv anyone in area Ilf or phm. 

1914, Blirj, Alex, ftFi, AK. 3ft- E-iuLd. RW. 
'Grad. TAC. Jarre] Crider, 2d52 Riverlawn. 
Wichita, KS 672l>4, S^4 :i505,_ 

Will ji|a> all AH games. 1 have won mosi games 
have pluved during lust 10 JTS. W r ant pbm 4rtd Ilf. 
Trow D. Davis. CO B 3 77 AR, Ft. Pnlk. LA 
71459, 53-7-244Q. __ 

NT" Orleans area wargamers. our group meeix 
every Thursdny blchl to play game*. Call: Richard 
Cucna, 1499 Alhis 5it„ New Orlearri, 1.A70I22, 

( ^4) 23M64I. _ 

Eager iMilaied average plltyer wants fhril Op|W- 

ncittu ftlr basic Anno. Luft. Either side. Will uy 
plivable sytvierns for Mtek J776. Age 2X. New 
AREA member. Al Currier, P.D Bn* (4, 
Minium, ME P40- 39, (2071 526-2733. 

W'anled: Phm Dlj, War, ftuss f '.imji, I |f DD, 

War. fttisi Camp. JR. 1776. Bix. Mid. Pan. 
l*UnLd. Dip. AK. AREA rated ai l j|(l, Promitt 
good light to fidlslt. Nred Jlf AREA play 
dcsgcratelv. Xevin Corahs, ] 1225 DhJ Rulto. Ftke, 
Btflavilfc.'MLl 29705.1301] 957-4497-' _ 

AREA 1290 playeroui io he hlCflded wnm* pbm 

AREA Opponerits Inr Russ. Campatng. Grad, 
Wal, AK. Alao Dttddemr. Route 13. DOX 174. 
ITederlek. HD 21761._ 

New and unified jige 31) AREA 900 desirev 
mature nun-ranatic contests phm, ftf, php for 
Drig. ftW. | 776, TAC. Chit, amfold Ft. St..Grll. 
Daniel J. Coleman, 3753 Brice Run Rood. 
Randntm I>u.n. M D 2113\ 655-MI96. 

AREA 13:0 desires phm opponents lor i>*n. 

Paol.u, rated games a-nly to tbo™ who jtossrss a 
ruling or 14U6or greater. Vou pick the see-nano. I'll 
choose I he side, w H. Myerx. 222 Glyndoo 
Drive.. ReLstenoown, M D 21136_ 

Newly tiled AREA 1200 wants to pbm Ran. sirs 
1(25 wdth AREA opp, r I0U-134JU. Have phut kiL 
Please send rating, rules and scenario pcefere-net 
A|ha Xucitety. lOlfl Rub ray Dr.. Silver Spring, 
MP209U3, (3911 445-1729._ 

Ahihf Ism W'argan-K-rs Axsncialian i* looking for 
new member* in ju*i ft boot nil wargairtes II 
iifterestrd. please write or call. David M. Aikenx. 
S3 Highfleldx Rd-. Abtngton. MA 02331. S7k- 

0751. _ 

Pb'firEuss. Cjmp. 3ft. Ceillt Anl 27 AREA 

ABC 1420. CbarlesS. Dodnry. 559 Memoriut D. 
^15 J'J. Cjimhridft. MA1J2I39 494-k469 

Iron gamers wanted join Iron Men Gamers Cluh 

Fir W.IAIM, SST. AK, Atex. BB. Mid, Pan. 
PanLd. Card, Wat, WAS. Roland Auqoin, 49 
Jersey Si.. Dedham. M:A 92926. _ 

Wanted adult* over 25 ftf Pan Id, U.'SA IM. .(nj 

hfid, Frk learner fu( any oLhers. W'rs Milter, 3 
ClaflLn Ave., ElopkinLisn, MA 0l74k L 16|7) 435- 
5563 __ _ 

1 and two sic bn* hudly ivrnr (sppomtntS ill 

Ltont iltviCr area liu almuri anything. The Great 
Triamvirare wants action’ fkll Hetker, 1-44 
Washington SL. L-rsiminstrr, MA EH453, (6I7| 
537-2943. _ 

W'antcd. .gairirrs from age 19 lu 14 fur phm game 

of AK. All letter* HUSwerod, John Sebastian. 65 
Elm Si., Mitlon. MA 92136. (617) 69k-3247. 

Non Aft LA rated glaycr wciuhl hke same Tor phm' 
mulLi-pfciwT 3R. phm system wnahl uit!i?e 0P4 
outlined rn Nov. Det. 73 Genrral. Need modera¬ 
tor. Tim itaan, 56 TirrelL St., No, Quinev, MA 
| R|7|. 16171 32k-5k42 _ ' 

Looking Turuppsi! In 1776, hu*ie gameghm. AhO 

rojxJtiug 1776 by Mail. Would lilr Io hear from 
P.E.I. bul wilt anxw-er unyipne, AlaP Chins, 374 
Highland St.. Nurlhbridge, MA01534.(6171234- 
J6S4._ 

Nsivtce player wants to find player* in uieu to help 
me gain expcntetioe Ih Warga m ing. Have 3 dirferanl 
AH gams*. £ left hen D Rlodjett. IX Greenwood 
Rd . F^bs'Jv. MA 91966, 532-9860. _ 

Wa med: Ti(l f.'A(> mtrtl be ill very gOud Lu 

( Xet'llenl eumliLion.Scnd price and info. Plu*tnfi> 
on any GtneraL with extra ehips A counters: 
Midway. Sherman Drake, Jr, (2 Garden £t., 
Sharon, MA 03962 _ 

.Adult gaming group looking for exp mnrute 

pliiyc-rv on South Shan for Dippy. Caesar, BB. 
Ft.St., plus nuny nther*. Clint M.inhfii*. 49J 
Mot ton St.. Stoughton. M A 02672, 344.9560, 
Hello? Are we Lhe (utly two wnrga met* iri M A' > KlI 
anything, multi-nk. PbmSil. 13 Fan, AX, ISIirr.no 
charge for humi[i»iipn. Huh Cllrtlil c o Wayne 
Ri'.c. 406 Lovrll 5L. Wore, ftf A 01692, 754-K341. 

Desperate, need A ft HA rated pNycrt iri AX. Wa l. 

R W'. 1776. Orfg, Oal. Anybody neirT IJ yi*. pill 
Man Henrle. 2393 Cemer. Hay City. Ml 4X7D6. 
J93-299B. 

Phm ijr ftf 1914, Rut* Camp. 1776. Midw-jy.any 

game, any side. Rated or non-raied- All te*pon*4* 
answered J*me Cfcslak. 4530 Korfr. Dearborn. 
ME 4X126, 582(96X6._ 

College age gamrr need* fir uppmilinn. E play RC. 
Pan, Mid, 'Grad, 3Vpr and fflhbr*. Can play SOIrit 
flighty arid u-erkends. here or can travel. BilL 
An*pueh, 4637 Scum Gregory. Saginaw- Ml 
43601, I S 17] 753-7635. _ 

Field Mm Diall -iimpk mx will drslruy A R E.A rated 

oppon. in Hiu, AK, BB, DD. Iran. 'Grad. I ant 


rated 151 Hi I am Germans Inaiurullyi phm, ftf. 
Jrlfre) Simpkins, 15324 SmuLry Holfow Rd.. 
TiawTve City. All 49(«4.1616) 22J-7I22 
ExpcFk-iitTd 3 R players- looking for oLhers in Twin 
Cities area io play 3R mulu plnver *reuarios. 
AdtilLr. Brllee D HilLun. X924 Tyler HE. Bfciirw. 
Ml 55434. 7x6(2399._ 

l-'lf BJiLt. 3R. Er’40. Am Eieginoer looting for 
bejinning or imermediaie plHyer io Twin Ctthk 
area. Any clubs in town? Rich Ziika. 3400 
Oakland Ave., Blopm, MN 5j42<l. kHk-j^, 

25 year old rookie nerds ftf or local php Tor Elite, 
Mid. Panl-d. Kr*g, Pun Jdf Cheever, 3354 
Dorland PL. Maplewnod, MN 55119, (612) 739- 
(Nkfr_ 

We.uLd lift fir opp. in West Mpls. area. Non 
aRBa rated jansf of the foHowinj: Luft. RW, 
Pti nlvd. Fr'dO, Toh. Mid. maybe pbm Luft. Russell 
Thornton, 4l4 -fthcridao Aw. So.. Minneapolii. 
MN 55405. J74-3659._ 

Average player 25 sicks pbirt opfiunenisfor Lull. 
Pan, Panl.d, DD. NoL AREA rated bur will play 
all. Dave Miller. 125 E. BTiiadway. Winona. Mb" 
539X7. rill7j 452-X3D4,_ 

Play (ibp. pbm, ftf in KC. A ny club*'. 1 Aten AREA 
& OS LufL, Jit. Trooper. W'ar at Sea. Tim Pirul. 
1(11)49 lnd .ana, Kimsu* City. MO 64137, (516) 763- 
2I9X. _ ' _ 

Gppoiicmv warnedl Bill Bauins'itn". 650* Devon- 

skim. St. Louis. MG 63169, (JI4) FL 2-6946. 
Wanted: T5 yr. old for pbrYi play lirf Guad. AK. 
Bulge, DD. Grad, Pan. Amioand LufL. AILIcLIcns 
oiv-weic-j prottnptly. Andy Spon ttt. Box III. 
Chadron, NI3 69337, 432-542X. . _ 

Kif flies opponefift. warned fwani' game viarimg 
2. I i 77. l orn Oleson, 1410 N. Sist St.. Omaha, NU 
64332. mil 551-7372._ 

Phen UB, ISlkr, Luft. LlE all phm game* plu* 3R, 
DD. Mid. 1776, average player hoi no pushover' 
Rich MolecLierc, 12749 Wcusdcrest Pfc. 31113, 
Gnaliq. NB 65137, [4921 X95-9332, _ 

fTyr old need* 111' php ixr phm. Alex, Jut. Luft, 

Pari. PanLd. RW. wjjfijM. win buy kiix any 
cLubs in arcii Leslie DoggreLI, 562 Reha Ave., Las 
N V X9EQ7. X7K-lka.5. _ 

Ruritania a garaeiune of Diplo, Origins has 

openings in PHM. Subs 4, LOO. Send aiimp for 
sample.Tony Watson,201 Minnesota. La* Vegas, 
NV X9i07, x'74-771.3, _ 

Phm isppitotenrs wanted EorARF.A rated gurnetol 

AK & Gmd. Non-rated game* of WAT & Alex. E 
hid 14 yi*. old, A R FA raid 9X0, Gary Fernald. 75 
Mi. Vernon Si. Paver, N'H 03X29, 749-3771 
Juir 5MWA. W'e have 1 monlhly meetings m N'lrd 
g*me!> Had mLniaiures, A|| Hgesweftome ARF.A 
rated player* welcome. Many cLub sponsored 
InlirirHiiiertte. Gordon D. Sione. 16 CorSOrt SL.. 
RDCHESTEJti N'H 03X67, 332-Sjll_ 

Openings in phm Diplo. and mufti-player 
WNdJlM. Bend for fr« sumple of my monthly 
line. Dennis Agoerlu, 16 S. Wilber St.. BelJevilLc. 
NJ 97109. fStill 759-2X77_ 

Gamer kre years experience desires ftf BLite. DD. 
Fr-dt), Gerr, Krieg., Lull, Mid. Orig- Our, Run, 
Tan Id. RW, 1776, JR, Wal. Call 4:i» to J0:U9. 
Keiih Krebs. IS2 B«t 7rhi Sr.. Clifton. NJ UTfli I. 
546-L72J. _ 

KH oppoiiefti wfttned by 34 yr, old beginner for 
Itlirx, l ac, which I have. Warn Io Icy oLhers. Karl 
D. Bfotiman.61 E Leea Avenue, ColBneswood, KJ 
IMJOk, I.6EI91 X54-50Q6. 

r i yri old winis hr wuh expeilenecd player wm 

play any wrugame. IliUColucci, I22W. Shore Rd., 
Deny life. NJ D?a34, 627-3164 _ 

Diplomacy 'Line wilh olher games. Send Tor 
sanapifc A Iso gbm B 9, Ran. 'G rad. A K hay both 
side* AREA rated 1540 CCD. Bob Beardsley, 17 
M of yon Rd.. Edison, NJ W5I 7, [29112X7-5139. 

Wanted: I if in 1776. X ing, t.uft. Pa n Ixl, £r. Troop, 

Dip. Pan, RW. JR. p r '4n. Blite. BB. W'S&rM. 
WAS. Jay Sjwhs, 400 Ridgewood Aye-, Glen 
Ridge. NJ 07628. 743-6409 _ 

A REA opponent* wmiicd for pbm in Pan. Lull. 
Grad. Anxin '74. Have kite. Mu*i fini*h all gams* 
started. My laling is IC99 B-D-F. Raymond 
Refmudfz. I3k Hfth Si. HohoK-fn, NJ D79W. 
[2911429.6397. 

FLf, Tobruk, PanLd, DD. Guad. Luft, 3Tt. Mid, 
5kiuf*hip Tr. and any other Avabnn Hill game I'm a 
gX'od player (14 yr. old.) Sftusrt Xoha. 1455 
Pinenuere Ave.. E.atewyu-rfl. >2111X701. 3ri4-il>37. 

Ftl opponents wanted by 24 yr. -idd rsOvwf lOr 
Krieg, Tan, ftlirr. No pbm or php please. Kail D. 
BroUmuTi, 6B Marshall Spring Hill Arte- Maple 
Shade. N,l 93052. 4H2-Q9SI.__ 

16 yr. old will pbm anyone in Pan. Am AREA 
rated. Prefer to play (he two g*me *eri{* of Pa n. 
NoL afraid Io play veinrnas. John5y*lo, 52 Dolan 
I- N ■ ■■■-'' '■ s. _ 

Thm Grad, Dl>. Bulge. Blirr, (have kils). Also 
War, Fr‘49.G«[. Mid, Krieg. Pan.pJu^iTihers, AL| 
leLters answered. Russ. Campaign, Abesaa. Caes- 
nr"o Litiont Poier M Gd*. 40 Union Ave.. Up, 
.Ad. Riv- NJ D745S, 1201) 327-5QH2._ 

ption garnciof An^io. ARtA preferred. Alio Fran, 
AK. and RW phm. David Downing 5100 4lh 
S, W.. Albuu KM X7192 877-5572. 

kewly rst*d ISDOplayerwillphm RR.Ti-rad, Hliix, 

AK, "ihin. DD, Wat or ftf all AH games Lu any 
borough NYC, Philip Cooper. 124 DflhiH Rd., 
Bklyn.. NY M2IX, (212| 435-1972. 

Apyoiit'w-ant io ploy pun. f94l or Russ. Gamp7 

Ftf or phm. Joe c ener,'2749 E J2Lh Sr., Bnonilyu, 
NY 11233. _ ' 

IJ'. er 599 ftf player* w my ll*i~*dd your- cu ll me 

ardrofi by and find Iht guv next door who plays. 
Jumra Vfltn, 2325 Delaware. Buffnlo. NY 14216. 
375-5709._ 

Aduli players only! Rif only. Hnvcu small elub 
Plav most All games plus olhers. Stephen 
GeLringt, 129 Gate ftl . n-„ NV Kteg-J,SX4-12X6 

Alex, ftlin, JuL, Krieg, Luft. Mid. Out. Puu, 
Piiuljd. RW. Smhp. Ttt?.. 3H- Tobruk and 
W'fHKten Ship*. Will pbm or ftf. Have 110 kil. but 
will spill cost. NdI A REA rated. Play for fun, not 


blood. I am 15. Robert Duthay. ID9 Bristol Rd., 
Fayetteville, NY 13966. _ 

Avevagr dpponertl v> anted foi pbm ox £if Will 

piny Jin. Guad, TAC, Krieg and FLSt. Bernard 
Wyler. 321 37l!) St„ New York. NY H)9I9, 3X1- 


AR EA 1500 seehs raliSd ga mill of 13». Pin A Grud 

in phm Also nnn-r.iied RW. Caesar 1 * Legions. 
Elarship Tr„ ALex. War al Sea. WSAIM. W ill nlko- 
-consider being mediauir in Blind Ran. siLua linns. 
Bob Rnwley. Box22X. RhUmoiU, NY I2565.(3l8) 
672-76W). _ 

Need I If players lor AICK. A K. B.E3. Bl-te. DD. M «J. 

SV.'iAJM, urkec*. Don GanotL, 99 Leonard Ss.. 
Rudiester, NY 14615, (7161 254-1)4410._ 

The Suffolk Krie^paeW* L.'ninn desires members 
of generally high school age. Fun las) freaks. tKXd 
noi Apple. All ira)uiri» eim*idecied. Con tart: Pete 
Bui rite, 3 River llts. Ct„ Smilhtown. NY 117X7 

W'anl oppunerite I OX RanLd. 1776 and WSA IM 

will phm PanLd. EcoLt Ryan, 16 Gilmnr Dr.. 
SLonyPolm. NY J09XEL l'9l il 7X(*5QHI. 

Will crtfsll all in phm ftf Pan. PanLd, toj£ 

Amin, Vi'S.dt IM, Russ. Camp, AK. RBand Grad. 
AREA ruled only. AREA rated 990 All haters 
answered. Waller Green, Tide Courl RR 72. 
Wading River. NY 11792. (516) 929-69*9. 

AREA 13)1) seek*npp. phm for Pint. RW. Need a 

5lIi Tor DipfjyT Write me! W'e also hava Cltih in 
Clrar. area. Hill ReseheL, 1629 Shannonhouse Dr, 
Charlotte, NC 2k2l5, (7941 5J5-Ea7|. _ 

A K bA ) 31U pbm l'i I War, Grad, DD, B13. Ra n. No 

tits will buy hnlf-of juurs-ur split prxvOl Oilv Arty 
Club* Iri aren? Jim Guie-V. 22LD Carlisle Rd., 
Greensboro, NC 2749S, 27443DX9. _ 

CilieilitHLi CDK ?T July 16 * 17. Junior 

Achieiomcnl lEaLI near 1-71 S. 1-275. All (Jrjit* of 
gaming evtiute Get iphp from CINCE CDN VII 
n o Boardwalk. Hobby Shop. I [132 DelLu AVV.. 
Ciiiiiiiiiari. oil 4529k. (5 1 Jl XJi-2 i ft). 

Will acl a* middle man if Iwo oppuments '.'tui I in 
play hidden movement girmes rit, Mid, Guad). 
No cosL exeeps pay for my postage. James D. 
Mueltr. 940 Sutetid'Ave... FLyrin, DM 44tl.)5. .)6i- 
57X6. _ 

Pbm -wanted lor BI3. AtetlO. hiwe m* Will *hii te 
avg to good pluyurx only. Ftf DD, Tobruk. 
PanLd. Pan. Mid! 3R. 1776. WTi&lM, Kussmn 
CariilJiigii. Karl LbuwlhL 66?3 Si ranwirod, Engle- 
wiMid, OH 45322, XJ6-542J. _ 

Due Lit an orgum rational mishap, would Ran 

H:i:i*.ind Dan Smith pks*c eonracl Paul Hannah 
or rm-wilh regard lolhe IFMiJdb. Yosir addresses 
were nnlapfaeed. Tns. R, Vie Brink*, Jr.. 71 
Shau-nae Dr, Ham ilton, O H 45613 _ 

Anyone lor pbm Sinr Troop.'. 1 - I'm AREA I2IHJ 

hul will play rated! ur non-rated. W'i|] al:-.-;i (tf 
aruylhing E'm 17. fJoug Green, 7512 S. Mingo 
l^i ne. Madeira, 011 4S24L (51,3? (391-9XXX. 

Expcrtoiieed aduli seek' I lfeHimpenium in Toledo 

area. Tram plav possible. 3R. Ran. RanLd. Lull. 
BB. Koberi Haves. US4 W, Delaware. Toledo, 
OH 43641ft. 244.02k4, _ 

Ohm- Stoi'npei's vXk the State chaiSion.il *i?e Prut, 

LD, Ghamplonsbip. Also fir BB, DD. HIT. I.uft. 
Mid. Pan. PopLiJ. KW, Grad.JR. ftoben Hosser, 
525 Fairtleld Pike. Yellow £pr*.. 011 453X7.(5E3| 
767-296r. _ 

Wnnieid phm orfrf AREA I jOtJio 1500 game*. My 

raring is 1200 and dirfthirlE Have f)0 ki(S exeepi 
AK Inland Husmnn, 1X92 X Ave., LaGcamh, 
OR 97X59. 963-5596. _ 

T he I’enn W'argt mer* atiiick ever, Tliur*. at 6 pm 

In llnusron Mall, al 3415 Jiprury hr. in Phila All 
arc weftawne. Call Joe Leona rd. EV2-5245, Dick 
Hopkins, 74KJ269, or John Etesanond. i32-T5> 11 
for inftK. John DrsirtOml. S73 N. 24th Sri, Phil*. 
PA 19] Si. f2131 232-7911. _ 

FlI oj phm Aniio, Blit*, Jut. Pan. Din Id. RW. 

1776. TAG. lob. W'HAIM. A more, P<o.*. rhm 
Dip WilL loam ol hem. My A REA is E200. M irhael 
All ih. 4301 Sixth Are.. Reading. EA 19569. Ci 5) 
929-1964. _ 

Adall seeking ftf Tor any AH gairic Join 01 furirl 

dob, David Sberronge, Box 117, Sewiekley, EA 
15143. 74L-637S. _ ' 

Aft FA; III Jft, 1776. Kingmnkar plu* phm I9J4, 
.Alea. Krieg. Grad. RW or Gell. Anyone In 
Cb*rlevton or Suva nnah area? Don £chuitr, 19(16 
Darby Dr Beaulort. SG 29902, fW)3) 524-7)19.7 

H rated ARF.A plnyer Inoking hr/ itpgarnrnrs in 

upper Cumberland area. Mike Pailkuh. Rl Id. 
Rqx 221. Cookeville. TN 3X591, (6lS) 537^736. 
w'ii] AREA pbm Aurio anyone, anywhere, eltlter 
aide and any rale*! All leLler* anxwared. Also Ef 
almosL all AH garlic*. CanT mvfl too f*r Hare 
Rusk. 7932 Correiand Dj„ Knoxville, TN 37919, 
1615) 693-1295._ 

AdU-ll. .hi seek* ftf player* for mtMl All game*, 
prefer Pan. Panl.d, fieri WI. R W. niayEjf even 3 K. 
It) Memphis are*. H urry, am going into withdra¬ 
wal. Boh Duncan, 3530 Watauga. Memphis. TN 
33111.324-5635.__ 

I.-Hiking for ftf opponents io ihe SanAnlLnLo. TX 
men. I have a car. Able In play on weekend*. Hare 
™tde selteiion of AH earn** A 1C Michael C, 
Mark*, P5tc Box 1952. Bmok* AI''I3. TX 7S235, 
(512? 532-016X. _ 

Medical HUderll PCtdS f(f in JR. XSrad or 

Kmgnrkr. Can learn others. Anv clubs in Dallas? 
M ark Lainsadt. 2625 Hudnall U225. Dallas. TX 
75235, S26-1'l.)tl2. _ 

Aduli I'lf AK. Alex. Bhte. WS*[M Any fif ok 

Ham- J. Welch, X39 VisLa, Garland, TX 75MI. 
279-IIS4. 


Adrift for pbnr Fr'JU. "Grad. AK. Wat 15*years 
experienee. xlill not a ranalic. Jerry Barnes. 7627 
Fawn Terr. Kouenon, TK 774)71.1713) ?1^S()74 

RKin npp^^nrrLMi- Ai-Analo. UlLll i te, LuN. 

Mid. RW, 1776.3K. Ni> kiisyei Roger Molstwe. 
4SQI I2 lK, Luhhaek, TX 394il6_ 

AR EA + I60E) pbrfi 1776. E>"40. Loial garirers wfto 
enLfed please cull again nod I'll destroy you. Mite 
Capo, 3297 Awe. B. Nederland. TX 77627, 722- 
7-.X6,_ 


Fxperr ui Fr'40, Anrin* Pan, PanLd, Dipln. Rums. 
Camp., challrngus all to phm AREA member, 
YOU piet. [hdes, Alia php in Dallau, Richardson 
area. Mile Douglass. WON Canysin BriUO-k. 
Riehardrem. I X 75DX9. E2|4| 231-9W7. _ 

Phm f'Sear, Wur. Beginning player AREA riled 

909. M irhelle Elbrflbn. P.O. 00k 57^14, Wefxster, 
TX 7759X. _ 

Am in nL<fd ol pbi'u eipponenr^ ler ftllir Ahiliiy 

unknown. Aid IJ yrs. old. WilLiam Tsun. 225 
Ahamira Avv.. Cedar. LIT 34730. 5X6-9;146. 

Averagv aduli player 30 need* ftf oppunrnLs lor 

Pan. Drnljd. 3 R. Lull. Ill S. L.C. area, Tom Totrwi, 
142 F Stine. Fnrmingioiu L'T X4D25. 8^-2245. 

Mured, looking fur aduli wjigamers for I if piny 

SJaft LrakeCiry. L.rah area. D. W. McGafftn. 47EKJ 
Hainhow Dr.! R.L.C.. UT B4I97 _ 

l-tf opponertLS soughi. 1 hare over 91) games and 

will play alnmxsl any lillr. Would like 10 join or 
form drub. Phil Kline. lltLJ N. Larcimorr. 
.Arlinrion. VA 223X5. 536-1651. _ 

Non h Cunlral Wastiinclon -where an Lite j£liM- 

ers'i FIT JR. RC WS&IM. Fr'4IJ. Rim. P.inl.d. 
Chris Hnwkin*. 927 KirtiLas. Wenatchee. W'A 
9X3191, 663-4416. _ 

Wa med *ix oclier p*4_rers in play phm Dipl. Also 

need game master. FirsL nix Lu Write will be 
accepted. Herb Werner, 6J7 Cleeksidt Cnurt, 
Haniand. Wl 5M29, mMi M^SEX. _ 

Opponent nant-Kl to play RariLd. Pats. Alex, 

TohfUk, I'm only 11 hui I've nevur heen bear. Atex 
Rank. Wilburn Rd.. San Prairie, Wl 53590. S37- 
6067__ 

J it mn*i sill All game*. Would likeccimpchhOtV. 
Lined cd [frying SOkiialnc. Amin ftoek Spring Area. 
Shane Jiukier, I JtXi Swanson n 161. Ruck Spriikpt. 
WY if 2901. 3!17-5--M..___ 

Phm or ftl opponent* wanted frxr 19Id. Tan. 
PanLd, OD, AK.. Arty dubs iisafea? ARFa lined 
C, Chris Thnmguisn, I2L I larlcv 5L., London. 
(Jnlario N5Y-2C3. 433-0711). ___ 

Ar. 1 rtd.ge player desperately needs ftf opponents in 
Nanaimo region. Preiunlly t'*li RW. Rap, 1776, 
Antlo. It ijv*, Camp. I am willing I* 1 team other 
game*, kill re Hoiss-inmrauh. 60.3 Nova Sl„ 
XartailriC., B C . Canadn V9R55k. 753-9759 

Aiernge adulL games seek* Ill'ufipiiUeiriSi n Fr'4IJ. 

1914 & rt'iesH 01 her AH pme*. I have same 60 
games, huL Mil learn yours. Call Uighrs only, 
James B. Shannon. 32-34 4ih Si., New Weslmin- 
ster, It. C. Canada. 515-4739. _ 

Warned HI opponcnif. for AX, l : i'40, Guad, Pan. 

Xfrad, Wal. Any club in Turunlci please wfiit., I 
wall drive Is) yMI. David BristeJ, I7M Jarvis Si., 
Orillia, ftruv Qnlario, Canada. L3V2A7. (705) 
325-6963- ____ 

Canadian unite* (O CRuimv Yank. Pbm PanLd. 

Luft, Mid. RW. 3R. Fr’46'. Ha^ie kits. Will kill. 
AREA rated Vv<, of Pfleifie War. Jim Wond, I 111 
Centre Si. h", Whilhv. Ontaiiu, Canada. 663* 
EISA _ 

SlXJ g.imer* in Five eonliuentsl Join the only 

InternalHicial Club with D>pft)maey and war- 
game* Non-proHl, annual eteclians, duarns sil 
same openings. Full demits from: Niehiifas 
f'HLmer, l.ehwuldswej, 3 S. G. DK-2X99 LYNSBY, 
[Xmmark. 


WHflWd: CftO B&O. Will trHde A H. or tii*h for 
Name your price or games. AREA 1500 seeks 
oppnn*. for phm AK Fif all mher*. C R 
Cummins, 239 E. Fir Ave.. Oxnard. CA 93930, 
(X954 4X3-1563._ 

Wanted; General* Vol. 19, Nhs. 1.3,4,5,6. VoL 11, 
Nun, 1,3.4.6. muni be in eoed eondlrlon. Please 
slate price wanted. Any reasonahk price paid. 
[Xnni* F. H-cirLTtChS-. 3733 Liridrll Blvd . Apt. 
I6IIX, fii. Lnuix, MO, 6310k. |3I5) 53la33l7. 
Wanted: hack issues uf Lite Gcricrul. PracLit-allyall 
needed, fiend eondiLion and price. Also looking 
Tor guad cixndihon Guad. All fetters unvn-md 
Runite Sarul*. IfH> Sagamore Dr, Svo**rt, NY 
1179L 1516) 921-29IX. _ 

belling mini 1st edition Gen $46. Once used 

Guad 617. Used Gell. Hex [colored slope*, 
hilheps). Wish Io pbm AllauLa. GUidOll filirtes 
M ust makg-np rale*, Rarry Sousa, P,D- teix 3963, 
PullcriMi. CA 91634. _ 

For su R, Guad, good condition, best offers. John 
Darracg, 5335 Kappa Sl„ La Mesa. CA 92941, 
466-1745_ 

Belter than average 24 yr. nld seeking ftf 
opponent* m Russ. Camps For taka IUI4L mmr 
condition, 520.00. Jeff Ccbula. IX7X fvumrrsrl- 
Apt 3A, Glendale H et*. IL 69137, (3121 SNl-jil 36. 

iVillscll Bis. Iori?.l!o) Lng.oodcnadilinn wilh new 

*ei of eorintert. never been punched out. ri alw has- 
advanced Bix. counters. Have list or other games, 
wamio pbm DD. Bill Boynidm, 92 Ne* VortSi.. 
Mil I in oc Lei. ME 04462,1207) 723-9193. 

For Safe; I9H G uad. Hex Gelt. All in vety Jiuod 
enndiliim. 51399 each. I pay postage. Jack 
Hrndrick*. 6K Milestone Garden Apis, wHilRm- 
spori, MD '21795, (391 [223-4129._ 

Fite 5a ft: nLnn >‘001 Ol pmlt Gcli, isMifv. Will ifjwle 
or sell nr nearly i; price. Thomas Tomka, 17761 
Ego. E. Del.. Ml 4S02I. (313) 77B-U7U4 

Fif anrgame cluh lormiag. Aten mini cond. 

Trafalgar game for raft. Best oiler over 560.0D. 
Martin ft Hamlin. P.O. B,yx J1J, Chary. NY 
J 2921., (5 ISf X46-7402. _ 

Sell: Guad. 515 A lew orig, count ntTSsmg. 
includes color phoLDStal or all counters: 1914 
excell, 5I5.0EI. Waul: Air Empire. I I2DU ships: 
Metehant, 1 Warahlpe. Joe Cullen. HU E, 4rh Sr.. 
Apr. A, NY, NY. LQ0Q3, (211) 777-B924. 

Wanted: Uni. 10. No. I ol General. pay 53.59. 

'■.Mulin'' AJinker, I'll mall lihcrnte the Ukraine. 
Free Lhc people Tram youi burlchety and opprrs- 
sioisl Rome l. ihea for Tirri-ev" 1 Thomo* H opson, 
193 Moody Irane Enapenal TA 15126- X99-3193, 

(Jj-igjahL i'jetr. and L himeellor*vijie Goodeondi- 

Lion -wall trade rue fairly new JnlTf. Lull and 
WS&IM yr for high hid- Michael White-, t ICO; 
Wooded Way Dr.. Media. PA 19063.(215) 565- 
I i R 
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UndrttaHJotg UmkntamUng CONTROL CONTROL CONTROL CONTROL CONTROL Un&ntanJing UmicrsUimling CONTROL CONTROL CONTROL 


CONTROL I CONTROL . rr 


1 PF 


i pr 


t rr 


I rr 


Diplomacy Counters 


ROL CONTROL 1 PF 


1 PF 1 PF 


! 1 PF 1 PF 


t PF 1 1 PF 


1 PF 


Diplomacy Counters 



1 PF 1 PF 



3 PF. 3 PF. 3 PF'* 3 PF. 3 PF. 3 PF. 3 PF. 3 PF. 3 PF. 3 PF. 3 PF. 3 PF. i 3 PF* 3 PF. 





' - 


3 PF. 3 PF. 3 PF. 5 PF. 5 PF. 5 PF . 5 PF. 3 PF. 3 PF. 3 PF. ! 5 PF. J 5 PF * 5 PF. 5 PF. 




3 PF. I 5 PF. ' 5 PF. 5 PF. 10 PF. 10 PF. 10 PF. 


tO PF. 10 PF* 10 PF. 
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-# 

# 


# 

# jf 
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10 PF. 

10 PF. 

10 PF. 






















